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Place the CD disc in your CD-ROM drive. The disc will 
autoplay. If it fails to do so, right click on your CD-ROM 
icon (located in “My Computer”) and select OPEN. 
Double-click the “Install” icon. 


Place the CD in your CD-ROM drive and choose File, 
Run from the Program Manager. Type “D:\INSTALL,” 
where D: is the letter of your CD-ROM drive, and 
press ENTER. Follow the instructions on screen. 
After installation is complete, double-click the 
created icon to start. 


Still having problems? Send a description of the 
problem along with your system configuration to 
cgcdtech@cdmag.com, or mail a letter with the 
same information to the address below. If you 
have a defective CD-ROM, a replacement can be 
obtained by sending the original CD to: 

Computer Games 

2 Millet St. 

Richmond, VT 05477 

ATTN: CD replacement 


If you are not getting the CD-ROM with your sub- 
scription to Computer Games Strategy Plus you 
are missing great demos and free games every 
month. You can upgrade your current subscripion 
for only $1 more per issue. Visa or Mastercard are 
accepted, please call: 

Customer Service 

1.800.283.3542 (US Only) 

1.760.745.2809 (CDN and foreign) 
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Reviewing the ratings 


n light of the volume of mail we receive discussing review ratings, perhaps it’s time to 
i discuss reviewers and reviews and how we hope you interpret a review as an evaluation 
of a product. 

The role of the reviewer is to serve the reader and not be an advocate for a product or 
company. The reviewer's duty is to examine thoroughly, evaluate and report on as many fea- 
tures of a piece of software as is possible given constraints that range from deadlines to 
word-count limits. There are no review templates, feature checklists to tick off or formulas for 
developing an opinion or calculating a rating — it’s all based on that reviewer's opinion, tak- 
ing into account their own baggage, preconceptions, and prejudices. 

After the reviewer has submitted the review, the editorial staff begins the evaluation 
process to determine whether or not the review is acceptable for print. Beyond grammar and 
style issues, we do not exert any control over the opinions and ratings of our writers. If we 
feel the text doesn’t match the rating, we ask the author to clarify their position in the text or 
suggest a new rating. If some sort of compromise cannot be reached with the reviewer, we 
are forced to either reject the review and reassign it to another writer or run it as is and stand 
behind it 100%. 

(For the record, in the last three years, we've rejected two reviews. One for being absurdly 
positive — the writer waffled so much on the rating it was clear he wasn’t confident in it him- 
self — and another where it was clear the reviewer was mismatched to the product.) 

The main problem with this approach is there exists the possibility that reviews written by 
different people will not express opinions consistent with other reviews. One solution to this 
dilemma, and it’s used by some magazines, is to give the editorial staff the option to alter the 
reviewer's recommended rating in order to maintain some form of editorial consistency from 
review-to-review. 

Unfortunately, exerting this sort of dictatorial control opens us up to a few potential prob- 
lems, the most obvious being a written review that does not match the rating. While the edi- 
tors have a better sense of the “big picture” of gaming and one product's relationship to oth- 
ers, we're not omniscient (no, really). We can’t assume we're as well-informed and qualified 
to give a final evaluation about any specific product as the reviewer who has spent 30, 40, 
50, 100 hours of time with it. 

The big issue that seems to get lost when discussing reviews and ratings is that matching 
the rating with the written text is not an exact science, which is why it’s crucial you consider 
both components when discussing a review. A group of people online took issue with last 
month's Age of Empires review [CGS+ 85, pg. 98], focusing entirely on the rating. 

In this particular case, the text of the review explicitly details what many feel are the main 
weaknesses of Age of Empires; however, for the reviewer, those weaknesses did not detract 
enough from his enjoyment of the game to knock it down a notch on the rating system. 
However, by providing this caveat to the reader, saying the “unit Al needs work,” he has, in 
effect, done his duty by warning the reader who is extremely sensitive about how that par- 
ticular feature is implemented. Unfortunately, this hasn't managed quell the hordes who 
think the rating is erroneous. 

It is important to remember that the star rating should not be considered the most impor- 
tant component of a review — the actual written text puts the rating in context; once 
removed, it loses any meaning. The rating provides a shorthand, quick-and-dirty evaluation, 
but shouldn’t be used by anyone as the sole determination of a product's quality, or lack 
thereof. 

In the spirit of this, and in order to address the problems of ambiguity inherent in any rat- 
ing system, we're no longer assigning global meanings to the ratings. A five-star review 
doesn’t mean a game is a “a transcendent gaming experience,” an “instant classic” or garners 
our “highest recommendation.” Instead, the text of the article will serve as the definition and 
justification for that rating as it applies to that game. Without the context the text provides, 
the rating becomes irrelevant, which is as it should be. 

In the end, we will also continue to allow our reviewers the freedom to have the final say 
on their reviews. We also welcome reader rebuttals, and will continue to print alternative 
viewpoints in our letters section. While we can all probably agree this system is flawed, we 
think it’s superior to the alternatives. 

—Steve Bauman, Editor 
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Thoughts turn to s 


_SSI’s strategy for 98 and beyond 


_ ALWAYS PLANNING AHEAD, SSI HAS 
announced their line-up for 1998. In addition 
to the already-previewed Soldiers at War and 
_ Panzer Commander, you can expect several 
new strategy and sim titles. Note that many of 


_ these are early in development and that names, 
_ release dates, and even basic designs may 


_ change significantly in the coming months. 


Mage’s Legacy 

Due late in the Spring, Mage’s Legacy will mix 
portions of the common real-time strategy 
game with some strong RPG elements (some- 
what like Diablo mixed action and RPG). 
You'll command a group of characters 


through a series of mission-based quests. 


The latest Warhammer game, Chaos Gate, may 


be the best-looking of the bunch 


_ Characters can be equipped from over 300 
weapon and armor types and can wield many 
spells. Questing will be the emphasis; while 
there will be little character interaction with 
NPCs and only some character development, 
combat isn’t the goal, but a means to the 


quests’ ends. 


Ancient Conquest series 
Formerly known as Admiral — Ancient Ships, 
this Megamedia-developed real-time game has 
been picked up by SSI and split into a series. 
The first title, Clash of the Argonauts, is due 
late in the Spring and lets you battle for the 
ancient mythical waters of the Mediterranean. 
_ As Greece you can fight the Romans, 
___ Egyptians, and Phonecians, and come up 
__against such figures as Medusa, the Cyclops, 
or the Roc. The second title, Straits of 
Hercules, will ship late in the Summer. 
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Sword of Heroes 

Expected for late Summer, 
Sword of Heroes is a turn- 
based fantasy strategy game 
along the lines of Heroes of 
Mighi and Magic. You get to 
take on one of six hero types, 
with each hero having differ- 
ent characteristics and bonus- 
es, a unique city look, and 
cultural themes (a Mayan 
cleric, Medieval Islamic 
explorer, Norse ranger, etc.). Players form an 
army and take it along with their hero to explore 
the map (in the current version, all in a single 
stack); along the way you may encounter crea- 
tures or enemies, wield magic, or enter into com- 
bat, which can be resolved tactically. 


Warhammer 40,000: Chaos Gate 

The newest generation game engine for SSI’s 
line of Games Workshop conversions, Chaos 
Gate is a turn-based, tactical-level game likened 
to X-COM and Incubation. Players can take 
squads of up to 12 Space Marines through an 18 
scenario campaign against the Chaos Marines, 
or through their own missions they whip 
together with the included mission editor. SSI 
didn’t have any gameplay to show at this stage, 
but the graphics look to be the best yet in their 
Warhammer line. Due in the Fall. 


Su-27 2.0 

While the original was known for its hard-core 
realism, SSI is hoping that the sequel will appeal 
to beginners as well as hard-core gamers; the 
realism of the original will be there, but begin- 
ner modes, a complete tutorial system, and a 
more accessible interface should appeal to the 
rest of us. Another title without gameplay to 
show, the sample pictures and videos look 
tremendous; to achieve the look the game will 
require 3D acceleration and will support MMX 
and AGP. Currently listed as a late summer.. 


Other news 

3D Naval Battles: Battlewagons: developed by 
Divide by Zero, this game features an all-new 
engine for recreating World War I and II battle- 
ship conflicts. It will support 3D acceleration, 
but probably won’t require it, unlike the previ- 


With version 2.0, Su-27 is ready to shed its ugly duckling image 


ously previewed Panzer Commander, which 
now not only supports 3D cards but requires 
one. To further expand their presence in the 
simulation market, SSI will be forming what 
they are calling the Digital Combat Series; while 
details are vague, it sounds like they are moving 
towards the Holy Grail of simulations, a linked 
battlefield system. On the wargame side, the 
next title in the Living Battlefield Series (after 
Panzer General Il) will be People’s General. Set 
in the modern day, it posits a militant China tak- 
ing on the powers of the Pacific Rim. 

The biggest news, however, is the signing of 
Larry Bond’s Harpoon’, a title that won’t ship 
until 1999. The game will use the newest rule- 
set for the miniatures gaming system (hence 
the skip in numbering from the old Harpoon 
II). Larry Bond is taking an “active interest” in 
the project, and SSI’s own Carl Norman will be 
the producer (Norman was deeply involved 
with the development of the computer versions 
of Harpoon I and I); Crusaders Studios will be 
the developer. The game will be 3D and will 
require a 3D card. —Scott Udell 


Mage’s Legacy: Is it an RPG? Is it a real-time 
strategy game? Only it’s parents know for sure 


MicroProse’s new licences to thrill 


FRESH FROM THEIR ACQUISITION BY GT 
Interactive, MicroProse held an editor’s day at 
their San Francisco offices to officially 
announce some titles previously shown 
behind closed doors to select members of the 
press at the E3 show last summer. 


Star Trek: The Next Generation 

Birth of the Federation 

Just as Star Wars is receiving its strategic level 
treatment in Lucasarts’ Star Wars Rebellion, 
MicroProse will be offering a similar perspective 
on Star Trek. Siar Trek: The Next Generation: 
Birth of the Federation |whew!| gives the player 
control of the Federation, the Klingons, the 
Ferengi, the Romulans, or the Cardassians from 
their early days immediately after the discovery 
of interstellar travel through the development of 
the advanced technologies of the Star Trek uni- 
verse. Each race has its own strengths, weak- 
nesses, and victory conditions. Special events 
and computer-controlled alien races will pop up 
to give the game the unexpected twists that 
characterized the TV series. Since many 
Trekkers aren’t necessarily strategy game fans, 
user options will allow for shorter, less-involved 
games on the one hand, and longer, drawn-out 
epic games for harder-core gamers. 

Birth of a Federation is being built from the 
ground up to support multiple human players 
through LANs, Internet connection, hot seat 
play, and even play-by-email [what isn’t nowa- 
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In Birth of the Federation, combat can be 
reviewed after-the-fact with VCR control over 
the 3D rendered space battle 


The Birth of the Federation interface sports the distinctive 


bright and streamlined look its source material 


days?|. The developers readily 
admit their admiration for Empire 
Interactive’s Stars, which inspired 
their multiplayer model. Players 
simultaneously take their turns; 
once all the turns are submitted, 
they’re processed and the results are 
returned to the players. Combat can 
either be resolved by the computer, 
or general orders can be issued to 
ships, which will then fight accord- 
ingly in a non-interactive 3D ren- 
dered view of the battle. 

Because of licensing issues, the 
game won't feature any familiar 
characters. Other details are still being ham- 
mered out, like how to model financial 
resources in a universe without money. Get 
engaged next summer. 


Starship Troopers 
Robert Heinlein’s sci-fi classic about the psy- 
chology of warfare was a prototype for the 
“mech” genre: the troopers’ mechanized battle 
suits transformed them into superhuman com- 
bat machines. Although Paul Verhoeven’s 
movie version has abandoned this concept due 
to cost (the budget was swallowed up by the 
computer animation for the bugs), 
MicroProse’s game of the same name puts the 
player in battle armor in the middle of a 3D 
game played from a chase perspective; think 
Tomb Raider without the curves. While in the 
command ship, the player’s character moves 
around sans armor, where he can plan combat 
drops once he’s achieved a high enough rank. 

MicroProse is using their own engine for 
Starship Troopers, since they need to 
have swarms of bugs attacking simul- 
taneously. They also needed an 
engine suited to a variety of environ- 
ment types: spaceship interiors, bug 
tunnels, buildings, and wide open 
landscapes are all a part of the game. 
Since none of the existing engines 
were up to the task, they’ve built 
their own. Also, this is no “one man 
against the world” game: in addition 
to planning the strategic 
elements of a mission, 
the player eventually 
gains control over his 
entire squad. For players 
not interested in the big- 
ger picture, promotions 
can be declined and the campaign 
will progress from the perspective 
of a simple grunt. 

Enlist and don your battle 
armor next spring. 


X-COM: Interceptor 

You’ve fought X-COM’s aliens on 
earth, undersea, and even in a 
another dimension. Where to 
now? Outer space, of course. This 


This brand new 1956 model flying saucer cockpit can be 
yours if you buy X-COM: Interceptor 


prequel to the previous games in the series 
puts the player in charge of defending the 
mining efforts to gather the necessary 
resources for building Mega-Primus, the city 
in X-COM: Apocalypse. Interceptor will fea- 
ture personnel management, scientific 
research, and base construction as per the 
previous games, but now funding comes in 
the form of a cut of the production from min- 
ing facilities. Also, the aliens will play the 
game by the same rules as you, dividing their 
available resources between research and 
production. And, most importantly, combat 
takes place in deep space. 

Although the combat engine looks like your 
typical Wing Commander clone, the interface 
and artwork have the distinctive 50s retro/art- 
deco look. Spacecraft cockpits look vaguely 
reminiscent of Cadillac dashboards and the 
alien ships and bases have the odd organic 
look they had in Apocalypse. Interceptor’s 
strong strategic gameplay should also set it 


Expect to see far more than just five bugs onscreen at 
once in Starship Troopers 


apart from other space combat clones. The 
player constructs his own base, which floats 
around in the void and may very well be the 
site of combat if the aliens get aggressive 
enough. Players also manage their own min- 
ing production, building it up and defending it 
from the attacks. In standard X-COM fashion, 
new weapons and ship types will be uncov- 
ered as the game progresses. This will also be 
the first X-COM title to include multiplayer 
support. —-Jom Chick 
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“The wheel turns, does it not, Ambassador?” 


: “TT WAS A NEW AGE. IT 
was the end of history. It was the year 
everything changed. The year is 2261. 

The place: Babylon 5.” 

Finally — Valanice of Daventry and Roger 
Wilco meet Bugs and Daffy. . .well, John Sheridan 
and G’Kar, actually. Sierra and Warner Bros. 
have recently developed a partnership through 
which they will launch a product line based upon 
the television series, Babylon 5. The titles are the 
first progeny of a possible long-term relationship 
between Sierra and Warner. 


Dark Side 
of the Moon 


It's been too long, Pink Floyd 


| @ “I GET VERY UPSET 
when they talk about mapping Bruce 

" Willis’ face onto a polygon,” says Lee 
Sheldon, designer of South Peak Interactive’s 
Dark Side of the Moon and very much a pro- 
ponent of the human side of computer enter- 
tainment. Although we won’t see Bruce Willis 
in this outer space adventure, we will again 
see live actors doing what they can to bring 
true life to the small screen. 

You are Jake Wright, a young man whose 
uncle had a mine claim on the planet 


Cepheus-6’s own yellow brick road 5 
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There will a trio of products, the 
first two of which may already be in 
the produce section of your local 
Egghead. The inaugural release, bear- 
ing the somewhat unwieldy title of 
The Official Guide to J. Michael 
Straczynski’s Babylon 5, falls into the 
realm of multimedia reference, and is 
a heavily researched, intensively doc- 
umented journey into the center of 
the world of Babylon 5. Here, even the hardi- 
est Babs (!) can pick up an new snippet or two 
of info. Next there is an enhanced CD with 
music by Christopher Franke, Babylon 5’s com- 
poser. Sierra Oakhurst composer Victor Crews 
is looking forward to working with Franke on 
this ground breaking project. The cuts will 
include music from the series, as well as origi- 
nal material created specifically for the final 
product, a space combat sim. 

That game is under the guardian wing of 
series creator J. Michael Straczynski, who is 
working closely with the developers to see 
that the product adheres to the tone and look 
of the series. It is a real-time 3D space combat 


Cepheus-6 at a mining colony owned 
by the Brave Hope Mining Corporation. 
A videotaped Last Will and Testament 
entices you to visit the planet where 
you suspect that your uncle disap- 
peared under mysterious circumstances 
(not that the videotape says, “If you are 
watching this, then I must have disap- 
peared under mysterious circum- 
stances...” but there is indication 
enough). The gameworld flavor hints 
of the Old West, with sci-fi overtones. On this 
planet, there is an indigenous group of people 
called Cepheids who have been virtually 
enslaved by the mining company. Sheldon 
views this as a bit of social commentary. The 
game is a voyage of discovery about both the 
character himself and about the planet. What 
is it about this place that has caused so many 
deaths through the years? A standard mys- 
tery/adventure, the game is full of “dramatic 
obstacles” that will hopefully be interwoven 
with the storyline. 

In this title (unlike its predecessor, 
Temtijin), the backgrounds are almost com- 


Centauri warships surround a Narn 


game that will allow players to fly and fight 
their favorite Babylon 5 ships in a detailed 
simulation of the series universe. Strategy and 
tactical elements are included free of charge. 
Narn and Vorlon geeks can expect to drool all 
the way to Fall 1998. —Cindy Yans 

Babylon 5 « Sierra * Windows 95 


The Cepheids are revolting 


pletely rendered. They are developed in SGI, 
and the artists also utilize a render farm of 
over 200 HP workstations. Art Director Paul 
Graham has designed the world from scratch 
— right from design maps to the fully realized 
space colony complete with special effects. 
“With seven artists having almost complete 
creative freedom,” says Graham, “It is a chal- 
lenge to make a homogenous environment. 
We have a huge database of textures that 
helps a lot.” Look for the full lunar eclipse 
next spring. —-Cindy Yans 

Dark Side of the Moon «+ SouthPeak 
Interactive * Windows 95 


..-.-that a highly contagious virus has infected your computer. 


...defending your PC with anti-virus weapons and vehicles. 


y 

ye 

~@ ...-building factories, fortresses, and spy cameras. | 

~~ ...navigating through. your own computer in i 
2 


...fighting your way through Levels based on your own files Elite documents. 


@ ...seeking and destroying multiple virus strains. 


Get ready for the most original game in A OEE SOS ine lets you 
journey inside le ene uses to confront the infection eating away at 
your files. : rae 


Travel through your. Ly ae" files in 3D and see those graphics on the 
walls. Battle a Virus inside a .WAV file and hear the .WAV mixed in with 
the sounds of combat. Build an anti-virus module inside a text file and 
see the text around you. F 


Protect your Windows™ folder at all costs. If your graphic driver is 
infected, your screen display will corrupt. And if your mouse driver 
is hit, you might lose control altogether. Frightening, isn't it? 


Just remember: It's only a game... 


Coming Soon! 


Tel:(315) 393-6633 
FaxeG345) 393-7525 
To order, visit your retailer 

or call 1-800-447-1230. 
WwwW.sir-tech.com vs 
Look for the Virus playable demo 
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Coming Soon for PC CD-ROM. 


The first MechWarrior’ game of real-time strategy and tactical command. 
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Corsairs looking for trouble... 


20,000 Leagues Under the Sea 


Video Reality turns Nemo’s quarters to dollars 


Using Version 2 of its 
revolutionary Video Reality engine, 

SouthPeak Interactive is blending ren- 
dered sets with gorgeously crafted, fully con- 
structed scenery to bring us a modern sequel 
to Jules Verne’s 20,000 Leagues Under the 
Sea. This product was initially designed at 
Sanctuary Woods in conjunction with Orbital 
Studios by Gary Winnick, who brought us the 
late but still great Maniac Mansion. Former 


Air Warrior III 


ONE OF THE GRAND- 
DADDIES of online gaming, Air Warrior 

is about to enter it’s third generation in 
the form of Air Warrior III. While the previous 


_ version, Air Warrior II, added an extensive 


selection of single player options (with some 
150 off-line missions, making it a full “boxed” 
game in its own right), this newest version’s 
primary claims to fame are support for 3D 
acceleration and six new campaigns, including 
four in the Pacific. 

3D effects, via Microsoft’s Direct3D, include 
texture-mapped aircraft and terrain, and a 
more realistic-looking sky with fog and sun- 
bursts (finally, a decent reason for using lens 
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Old goine gets anew tanon Pacific isles 


Sanctuary Woods writer/designer Lee Sheldon 
(The Riddle of Master Lu) brought it with him 
to SouthPeak where it continues to evolve. 
This first-person adventure is set in a near 
future where world hunger is becoming more 
of a major problem than ever. You are part of 
a research team that has been surveying sites 
on the sea floor that have the potential for 
undersea farming. As your group is pondering 
the possibility of Frosted Mini-Algae, you stum- 
ble upon what you are amazed to discover is 
the submarine Nautilus, which most had 
thought to be the fictional creation of a crazed 
mind. You find yourself and the rest of the 
crew stuck there as you are being chased by 
everyone under the sun — apparently, there is 
some pretty valuable technology on board. You 
travel through the Bermuda Triangle, the Lost 
Island (complete with drawbridge into the 
mouth of a giant skull), and undergo many 
other perils while running around trying to 
save your collective rear from the “pirates.” 


re will be a sequel to the recently released 


be available for Christmas season of 1998... 


et multiplayer component Starcraft will 


net service... Eidos gets Mucky Foot-t : 


Transitions from real sets into rendered corridors 
is a quite a challenge for the art department 


Sheldon is excited to work with SouthPeak’s 
technology. “I don’t like interactive movies but 
I think full motion video brings human beings 
to games... and I don’t think we should lose 
that. This engine allows us to integrate the ‘cut 
scene’ mode with the interactive mode in a way 
that I’m sure will be interesting to the player.” 
Todd Cook, Art Director for the rendered por- 
tion of the game, is confident that there will be 
seamless transitions between the rendered and 
the “real” rooms. We haven’t seen seamless yet, 
but so far, SouthPeak is gaining an edge on suc- 
cess. Look for it in Fall, 1998. —Cindy Yans 

20,000 Leagues Under the Sea: The 
Adventure Continues * SouthPeak Interactive 
* Windows 95 


sie ey | NASCAR driver Bobby Labonte | to serve as its corporate spokesperson... - 


flare!). The terrain is more 
detailed, with new visible fea- 
tures like farms and villages 
and with slightly more rugged- 
looking mountains (no more 
pyramids). The underlying 
landscapes, however, won't 
have as much relief detail as 
some other sims due to the 
need to keep the terrain 
datasets compatible between 
those who have 3D support 
and those who don’t. 

The six new campaigns 
include such oft-ignored situ- 
ations as the battle for Malta 
and one from the perspective 
of the Imperial Japanese Army Air Force 
(many games focus on the exploit of the 
Navy’s Air Force and its infamous Zero). 
Altogether the game, which includes all the 
missions from Air Warrior II, will have over 
450 individual missions. Interactive Magic and 
Kesmai are particularly happy about the new 
Pacific Theatre campaigns, and tell us four 
new planes have been added to flesh out 
gameplay in this region: the Nakajima Ki-43 
Hayabusa “Oscar,” the Aichi D3A1 and D3A2 
“Val,” the Nakajima B5N “Kate,” and the 


Texturing brings the Hawaiian islands alive 


Mitsubishi A6M2 Zero - Sen “Zeke.” 

Other promised features include improved 
AI in the stand-alone modes, new combat and 
full screen views, and new historical on-line 
missions that will allow up to 120 pilots to 
participate in huge recreations of actual air 
battles. The game, which is due out in the first 
quarter of 1998, will sell for $49.95, but I- 
Magic says that owners of Air Warrior II will 
be able to upgrade for about $20. —Scott Udell 

Air Warrior Ill + Interactive Magic » 
Windows 95 
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The Subtleties Of 
Myth That Make it breat 


Thal 1s. If You Consider Hacking Up A Dwart, Picking Up 
His head And Throwing It Back At His Quin Unils Subtle. 


Enter the world of Myth: The Fallen Lords, a 3D viata king of the hill over the Internet through bungie.net, our free” 
of blood-soaked hills and aii ROA aw 


carnage-filled 


online gaming service. 


Call 800 295-0060 


valleys. Where or download the demo from 


weather changes dramatically, www.bungie.com if you 
climbing hills puts you at a feellike youre § qyuytp S 
disadvantage and your own ready for the a 


biggest wil battle of your life. , ¥ i 
Available for Windows’ 95 and Mac’ 0S. 


footsteps in the mud and snow betray you. 


Play multiplayer games like capture the flag and 
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Flying over Korea; note that while mist and fog exist, they’re not used 
to obscure objects in the distance but are instead placed realistically 


oint Strike Fighter 


Looking to the future of air power 


t wasii't that long ago that flight sim makers had a slew of HeWHiGh-Atech planes tomadel: Xs ands 

versions being considered by the military were rich ground for gaming: Now, though, with the draw- 

down in the military and the successful completion of several of design competitions {no chance for 
another F-23 sim. ..), the pickings are becoming mighty slim. Even the previous “new jewel,” the F-22: is 
becoming old hat, and by year's end will have been the focus of no less than four titles, What’s a designer 
to do? Why, look to the United States one remaining combat aircraft development program: Eidos and 
Norway-based designer Innerloop have done just that in their upcoming Joint Strike Fighter, 


The JSF program (see sidebar) has two different prototypes 
currently under development. The X-32 and X-35 are, at this 
point, just designs, models, and test frames; neither has flown 
let alone been chosen as “the” strike plane of the future. Instead 
of deciding on one or the other (and potentially choosing the 
loser, as in Jetfighter II), Innerloop is going to give gamers both 
planes to fly in combat; in fact, you may see both models in the 
skies at the same time, along with a stable of current and near- 
future aircraft like the F-16, F-22, MiG-29, Su-27, and more. 
Eidos’ Eric Adams says there will be other flyable planes and 
helicopters, accessible via a cheat, but the focus—and most 
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attention to detail—will revolve around the two JSF prototypes. 

While neither plane has flown, Innerloop says that they 
believe their flight models will be very close to the actual per- 
formance of each. The designers have communicated extensive- 
ly with both manufacturers and the Air Force and have had a lot 
of input from Bill Sweetman, a well known aviation author who 
has followed the JSF program and its progenitors for years. 
Changes to the aircraft's designs could invalidate some of the 
modeling, but short of breaking basic rules of aerodynamics in 
the models no one will know how close they've come until the 
actual planes fly. 
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While the physics of a flight model are critical to getting the “feel” 
right in a sim, visual acuity is no less important, and Innerloop is 
putting a huge amount of effort into their graphics engine. The 
game runs in 16 bit color at resolutions up to basically whatever 
your card can handle (at resolutions of 1024x768 and higher it 
becomes unplayable on even the current high-end machines). 
Polygons are all Gouraud shaded and texture- and MIP-mapped; as 
you get closer to objects or terrain polygon count grows, so detail 
increases realistically. Although the hundreds of trees you see at 
low-level flight did, in the pre-beta, show a bit of visual “popping,” 
Adams says this has been eliminated in later builds, and the infi- 
nitely rendered horizon means that you don’t have major terrain 
features popping up on the screen like you do on most sims. 
Hazing and fogging effects exist, but only to provide realism (not 
to cover up things in the distance). 

And all this is at a high frame rate without 3D acceleration. 
Innerloop was apparently worried that 3D acceleration would add 
little to the game, and might even detract from it (for instance, 
they already know that they'll have to cut down the amount of 
texture information they use to be able to fit within the normal 3D 
card’s texture memory), but they have gone ahead and added 
3Dfx support anyway (if for marketing reasons alone). The devel- 
opment version we have does not have 3D support; on a Pentium 
Il at 266 MHz it ran quite smoothly at 640x480 with all the detail 
turned on, but on a 133MHZ Pentium at 512x 384 at full detail 
(and 16 bit color), frame rate was noticeably reduced. This, howev- 
er, is with the game in beta form and not yet fully optimized, so 
the final may see improvements; according to Adams they're get- 
ting 20 frames per second on a 200MHZ Pentium without acceler- 
ation, and 30-35 FPS with a 3Dfx card. 

The usual assortment of views exists: cockpit-less, in the cockpit, 
and various outside views (missile views, enemy views, etc). The vir- 
tual cockpit mode provides fully accessible controls—click on a 
button and it works—so as you twist your view about you can 
access controls without reaching for the keyboard or switching to a 
static-angle view. In addition to the expected heads-up display 
(HUD) modes, Joint Strike Fighter simulates some technology just in 
testing: real-life pilots will soon have the computing power to dis- 
play simulated views of the terrain onto their HUDs or in their hel- 
met-mounted display systems, giving them a near-perfect view of 
the terrain even at night or in bad weather (for the game this 
means they're simulating a simulation of reality!). Also, Adams says 
that the game will “include a fully functional MFD [multifunction 
display] that allows total customization of the plane controls and 
automatic systems.” 


| ETAT 


nt 
ua! 


| 


| i 
} } i 
HTT i 
rid tid t } thi j 


| 
Hil 
} 


aN 
WAHT 


ini 


| 


£ 
=t 
oe 
m 
ih 
ae 


COMPUTER GAMES 


Lands of conflict 


While you can jump into quick action missions or head-to-head 
games, the core of Joint Strike Fighter is its four campaigns, from 
relatively easy Afghanistan through Columbia, Korea, and on into 
the heavily defended Kola Peninsula (in northeast Russia—go 
where the Navy dreamed of going but never did). Backgrounds 
range from the plausible (North Korea finally explodes) to the 
improbably Hollywood (take out the drug lords’ secret drug facility 
while fighting their F-16s), but should appeal to a range of gamers. 
Length and difficulty will be ramped up; the Afghan campaign, for 
example, features low-quality airborne opponents, weakly defend- 
ed ground sites, and should only take three to five hours to com- 
plete, while the Kola Peninsula campaign puts you up against top- 
of-the line “opposing force” aircraft in one of the most heavily 
defended airspaces in the world—a challenge that will take 20 or 
more hours to overcome. 

While Eidos describes the campaigns as fully dynamic, this is not 
entirely accurate. While certainly not a series of linear missions, tar- 
gets on the battlefield and in airspace start out “canned”; each 
campaign has a fixed number of airborne threats and primary and 
secondary ground targets. While the mission count might be 
canned, Adams says air and convoy targets change and that “radar 
and AAA sites toggle on and off (to simulation maintenance down- 
time).” One aspect that is fully flexible is the order you decide to 
take these targets on; one route may be more direct but also more 
highly defended. While you can choose multiple targets for one 
mission (thereby saving time), will you have enough ammo and 
fuel left to kill them all? 

Your choices do have an effect on the flow of the campaign; elimi- 
nate all the defenses on and around a forward air base, for example, 
and you “capture” the base for your own use (in real life planes don’t 
take territory, but as ground battle is not represented this concession 
to playability was made), which can put you in good stead for 
launching further attacks. Because the ground battle isn’t modeled, 
the enemy can’t recapture bases; instead, you are fighting against a 
clock as each campaign will have a time limit (usually some number 
of days) in which you must destroy all the primary targets. Missions 
flown will take time, there will be some automatic down-time 
between missions (pilot fatigue is not modeled more explicitly than 
this). Another limitation in the campaigns is the number of planes 
available to you; if you have enough shot out from under you it'll be 
game over, and in dangerous places like Russia this could prove 
quite a headache to careless hotshots. 

Each campaign consists of some 2.4 million square miles of accu- 
rate terrain (with altitude and texture information taken from satel- 
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WINDOWS® 95 CO-ROM 
WWW.WARWIND.COM 


Men years after the great con- 
flict, much has changed on Yavaun. 
Humans, reluctant colonists, are 
now part of the cultural diversity 
of this alien world. 

WAR WIND: Il: Human OnstaugHt 
offers new, larger vehicular and 
mechanized units. All-new maps 
with improved terrain graphics. 
Streamlined game play in building 
and promoting your units. All this, 
plus the unpredictable human 
element, makes WAR WIND II 
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lite data); beyond the bounds of each campaign area more terrain is 
modeled with less accuracy so you'll never get an “edge of world” 
effect (this also allows them to continue their infinite horizon model- 
ing out beyond the play area). Geographical features, both natural and 
man-made, have been placed accurately, and in some cases are polyg- 
onal, not flat texture maps slapped over the terrain grid. Cities are par- 
ticularly detailed, built up from a selection of over 50 building types. 

While you can’t fight campaigns multiplayer, you can use the maps 
for your human furball-fests. Eidos says the game will support up to 
eight players in either co-operative or deathmatch dogfights. 


The last little bit 


addition to the gameplay Eidos and Innerloop plan some “extras” 
that should help expand the Joint Strike Fighter experience. Chief 
amongst these is a series of informational animations by Digital 


) 3Ufx shot and on the right a shot 


Animation; not cut scenes, these instead act like manufacturer 
product videos only a lot more informative and often better look- 
ing. Nice in-game touches help round out the feel of “being there.” 
Before a mission you have to set your waypoints based on the 
threats along the way as well as on those at the target, and you 
must remember to balance your weapons load between stealth 
and potential enemy activity. If a mission ends badly (i.e., with you 
blasting out of your cockpit in your ejection seat), things aren't 
necessarily over; you control your descent via parachute and once 
on the ground may even have to evade the enemy on foot (armed 
with an automatic pistol) for a time. Touches like this give a game a 
lot of potential; if they merge with everything else into a smooth 
whole we could end up with quite a sim, but only some test flights 
of the final (simulation of prototype planes) will tell for certain. 
—Scott Udell 


H 


hile most small combat aircraft are called “fighters,” 
W for a number of them pounding targets on the ground 
is as big a job as tussling with other craft in the air; 

such missions are referred to as “strike” or “attack” missions, and 
were a critical part of the Allied success in Operation Desert 
storm. One of the darlings of the sim community, the F-16, spent 
more time delivering ordnance on ground targets than it did 
shooting down Iraqi aircraft (supposedly A-10s achieved a higher 
air-to-air record when one pilot executed the “Warthog stomp” 
on a helicopter)—perhaps an indication of the importance of 
strike capabilities. The Joint Strike Fighter program (JSF, a combi- 
nation of the former JAST—Joint Advanced Strike Technology— 
program and other projects), the military's last major combat air- 
craft development program of the century, aims to provide a 
one-stop replacement for all the services’ strike fighter needs. 
The winner will eventually replace F-16s, F-18s, Harriers and more 
in one single, massive production program—with over 3,000 air- 
frames planned it will be the largest modern combat aircraft pro- 
duction run ever. 

Currently, two different designs are competing for the JSF con- 
tract: Boeing's X-32 and Lockheed Martin’s X-35. While both 


planes are designed to be an all-in-one program, each service 


may have variants specific to their needs (especially the Marine 
Corps and Royal Navy, which need a STOVL—short take-off/verti- 
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cal landing—replacement for the Harrier; this variant will not be 
modeled in Joint Strike Fighter). Both designs are built around a 
single engine; the X-32 can be distinguished by its large, under- 
the-nose intake reminiscent of the A-7, while the X-35 looks 
something like a single-engined F-22. 

Aside from incorporating the stealth technology developed for 
the F-22, the JSF will feature newer stealth capabilities, especially 
in the visual area; because the plane will often operate closer to 
the ground, it will be important to protect it against the “Mark | 
Eyeball” sensor that equips many man-portable SAM launchers. 
Stealth is also improved by limiting emissions from the plane, be 
they heat, communications, or radar. Passive datalinks will be 
used heavily to let JSF aircraft on a mission keep their electronic 
heads down while still giving pilots an idea of the big picture. 
These datalinks will be modeled in Joint Strike Fighter; information 
for these datalinks will come through stealth-friendly antenna 
arrays built right into the aircraft skin. 

New weapons (included in the game) the plane will carry 
include the precision GPS-guided, 900kg JDAM (Joint Direct 
Attack Munition), the AGM-154 JSOW (Joint Stand-Off Weapon), 
and the Lockheed WCMD (Wind-Corrected Munitions Dispenser). 
Even the counter-measures have gone higher-tech with the inclu- 
sion of a laser that can “dazzle” or overload the seeker on a 
threatening missile. 
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hronomaster was on store shelves, 

and as Ron Perlman, Brent. Spiner.and Lolita Davidovitch faded 
into a purple sunset, restless creative brains at DreamForge 
Intertainment were getting itchy. After a hard day at work, while 
other folks were going to the Malt Shoppe, the roller rink or swilling 
tequila at Club Bloodrock, these insatiable brains were dreaming up 
a gameworld in’which they themselves would like to play. And it 
wasn't pretty. And it wasn’t the Middle Ages, Middle Earth, 
Disneyland or Outer Space. It was a place from which there is no 
escape, not really. It was a place where reality and fantasy, dreams 
and nightmares are interwoven until nothing makes sense any more. 
It was... it/s... your mind. Or is it? 


Muzak in the streets of Jeannette 
So what is going on there? DreamForge makes its nest in a small 
hamlet in western Pennsylvania known as Jeannette. When round- 
ing the corner at the old ice factory, you may notice lots of folks just 
Sittin: thar.on. their stoops an’ ruminatin’. Looks like folks is peaceful 
in these parts. The streets all seem to be one-way, and muzak is 
piped into the main areas of town via speakers atop all the utility 
poles. It’s like something out of a John Carpenter film, and you might 
be tempted to flee immediately. But be brave. Park and enter the old 
brick building and discover, in a very crowded, cubed environment, 
the magicians of DreamForge - an extremely talented bunch of peo- 
ple with quite a track record to date. And they have the nerve to be 
nice as well. 

Founded eight years ago by Jim Namestka, Chris Stratka and Tom 
Holmes, DreamForge has spawned some very solid titles in its time — 
titles like WarWind, Ravenloft, Anvil of Dawn, and many more. 

President Jim Namestka is proud of everything the company has 
done, and although Menzobarranzen has sold the most units, he is 
probably proudest of Dark Spire, which he feels is the first game that 
showcased 
all of the 
creative 
ingenuity 
and original- 
ity that is 7 
DreamForge. 
But current- 
_ly, the word 
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(published by ASC Games). Not a far out, mdg'-multiplayer extrava- 
ganza, Sanitarium has its roots in “the real world” — because the real 
world is the one that most easily houses our fears. 


When “Give us asylum” was not a Sood thing 
“So, what is Sanitarium about?” Who asked that? Oh. You. | was,afraid 
you'd ask that. And DreamForge wouldn't tell me, so | certainly can’t 
tell you. In fact, they gleefully spent half a day not telling me, but I'll 
try to shed some light on the premise. 

You wake up in a sanitarium — a very creepy place with a gothic 
castle motif. The time? Present day. Who are you? You have no idea, « 
but the game is third person, so you can see that your head is com- 
pletely bandaged. Out of your cell you proceed, and you run imme- 
diately into a couple of folks — we'll call them the perseverating 
head-banger and the chicken lady. The head-banger is pounding his 
head against a nearby wall, and the chicken lady, well... a lot of 
elbow action. . 

This is ASC’s third game in 12 months where the guy wakes up 
and doesn’t know where he is. One was Perfect Weapon, and the 
other one (for the PlayStation) is called One. Here, you wander quite 
a bit, meet an inpatient - named Lenny - and others, and begin to 
hear quite a bit about their Mother(s?). Eventually you stumble upon 
a videotape (after a fine display of puzzle solving) and see yourself — 
with inpatient number 8675309 screened on your hospital gown 
(Jenny), and see the following: 


Dr. Morgan: Now son, You've got to stay with me, You've got to 
hold together... 

You: I'm all right... 
Dr. Morgan: We have half the battle won 


if you can keep a clear head and stay 
with us. 

You: What do you mean, “Stay 
with you?” Where have | gone? 

Dr. Morgan: Delusions, son. Your 
delusions almost took the life from 
you this time. Do you remember 
stealing the car? 

You: <touching your face> 
Bandages! Where am I? Who ¢ 

Dr. Morgan: | wish | kne 


Rivers of lava and 
human shish-ka-bob . 
embody Aztec flavor ||> - 


Leave it to a 
2 freak show to 
. -“ "skeeve you out” 


were, son, but you 
must've thought you had somewhere important to go when you stole 
that car...You did a lot of damage to that face of yours in the crash. 
You: Oh no. I'm sorry...lf | really did...| can’t believe... 
Dr. Morgan: No apologies necessary, son. It’s our job to get you 
well. All we needs your best effort... We'll talk again soon. 


So, yes, it was a car wreck. But then what? Or what before? The 
entire game is spent gathering information to piece together the 
story of what you’re doing here and why. In a very Kafka-esque expe- 
rience, you experience flashbacks (in opaque sepia tone) that resolve 
open issues in your life, and little by little the story comes together. 

The team describes the experience as 12 Monkeys meets Jacob's 
Ladder - if that helps. It’s a modern-day psychological thriller, a mys- 
tery and a Creepshow all rolled into one. Think mutant children; 
think criesand whispers; think madness; think conspiracy; think 
delusions of statues that weep blood; think Killer Klowns from Outer 
Space. Or think again. 

So are you insane? They wouldn't say. Is sanity your goal? They 
wouldn't say. Does the whole thing take place in the sanitarium? 
They wouldn't say. Are there key characters that help or hurt you? 
They wouldn't say. Got the picture? But rather than a smug “Nyah 
nyah nyah-nyah nyah. | know something you don’t know” attitude, 
it’s clear that any of the answers to these questions would hurt the 
gameplay experience. Discovery is key here, and it’s hard to argue 
with that. 


As bookseller metaphors dance in our heads 
Until recently, the state of the industry was such that Chris Stratka, 
charmingly self-effacing holder of the somewhat unwieldy title, 
Director of Creative Design and Development, was able to design all 
the games by himself. At this time, Stratka oversees project design 
which is, of course, much more team-oriented now. He believes that 
the choice of a real world environment offers much broader appeal 
than other possibilities. “If | could use a 
bookstore as an example,” says Stratka, ; 


Beware of 
falling trousers 


“you walk into a bookstore andthe places for 
fantasy and science fiction are fairly small areas. By far, the best-sell- 
er, popular books are contemporary fiction titles.” 

They admit to no research for the project, only that they were try- 
ing to.establish a mood and a look (“It’s not like we're trying to do 
NYPD Blue, here...”). The asylum is a renovated castle, refurbished 
but still very gothic (and they did promise devices of torture, yay!). 
Sanitarium has pre-rendered environments that scroll in blocks — of 
up to 20 or so screens — that designers hope will create a feeling of 
seamlessness. The artwork is compelling, with a simple, primitive 
look to the characters and a feel reminiscent of |! Have No Mouth and | 
Must Scream. Buildings have cutaway roofs for interior shots and a 
three three-quarter perspective that is a bit Diablo-esque. 

“The strength of this game is not necessarily in its technology, 
though,” says Straka. “We want it to be like when you're reading a 
book. You to start to read and then 30 seconds after that you forget 
you're reading. You're there. If the player feels.like. he's.playing.a 
game, then you haven't drawn him in enough. He should be sitting 
there for hours in front of that game. It should be three o’clock in 
the morning and then he should say, “Oh my god! | have to work in 
the morning!” 


Design notes 

The team is extremely dedicated to making the puzzles organic to 
the story (as is every design team in creation, with mixed success), 
and promise no chess puzzles (although they came dangerously 
close to a sliding tile puzzle) and no “non-sequiturs.” 

Sound and music promise to be very stimulating... although how 
can the brilliant moans, screams and eerie overlapping whispers and 
wind effects compare with their juke box renditions of Rockabilly 
Swing Thing, The Ballad of Captain Dick, and Belladonna in A-Flat? There 
are an estimated 34-40 hours of gameplay encompassing nine scenar- 
ios: four levels in the asylum and five episodes (gulp) elsewhere. 

And okay, during the second half of the day they broke down and 
told me what is really going on and then swore me to secrecy. And 
you'll be glad for that when 
you play this odd duck of a 
game. Promise. —Cindy Yans Level three of 
the Sanitarium 
scenarios 


Bozo runs off to 
join the gypsies 
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Star Trek returns to its adventure 


~ Interplay * Windows 95 


Es 


Sa 


lcan Fury 


gaming roo 


ike clockwork, games based on the Star Trek universe seem to spring up every 
couple of years or so. The majority of them have been considered average to fair 


(and that’s being kind), but none seemed to tap into the mystique that catapulted 
the original Star Trek episodes to an unparalleled level of popularity. Interplay appears 
poised and ready to change all that with the upcoming Star Trek: Secret of Vulcan Fury. 


Vulcans vs. Romulans 

For two thousand years, Vulcans and Romulans have fought against 
each other. Brutal and sometimes bloody confrontations further 
served to heighten tension, and the animosity felt by both races 
grew deeper as the centuries went by. As the game begins, the 
Romulans have returned, proposing a peace treaty to heal the 
wounds and restore unity. The Romulans appear sincere, but can 
they really be trusted? Therein lies the conflict for adventure 
gamers to resolve. 

The game will make heavy use of the “television episode” 
metaphor. Rather than a single story played out through the course 
of the entire game, Interplay chose to break the game down into a 
total of six chapters. As sort of a “story within a story,” each episode 
follows its own plot while still furthering the overlying plot. To fur- 
ther distinguish chapters from one another, each one places a differ- 
ent cast member in the starring role (Tribbles were auditioned, but 
rumor has it their insatiable appetite for procreation interfered with 
the production). 

Detailed background sets were created for the majority of stations 
on the U.S.S Enterprise as well as specific planetary locations, like 
Vulcan where the first episode takes place. Coupling these elaborate 
3D movie sets with a third person perspective (think Alone in the 
Dark), players should get the feeling they're inside a television 
episode as it transpires. For example, as a crew member walks from 
the bridge to sick bay, the view may cycle between several camera 
angles during the sequence. 


Talking heads 

Filling these rendered scenes are digital models more lifelike than the 
original cast members (especially at their current ages). These digital 
models truly resemble their human counterparts, and in uncanny 
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detail. Every aspect of the source actors is replicated, from well 
known mannerisms and facial expressions to less obvious posture 
quirks. If Kirk’s brow furrows, his model’s brow furrows. If Sulu struts a 
bit differently than Spock, model Sulu will follow suit. 

The exhaustive process used to make these digital models involves 
sculpting clay heads of each actor and many of the developers, who 
appear as extras in the game. Once the head stiffens (stop it), the 
team examines the model for any blemishes, knowing that even a 
barely discernible error would be further amplified later in the 
process. After passing inspection, the final step involves placing 
sophisticated sensors onto each model. These sensors convert the 
real world models into the digital models that appear in the game. 

In conjunction with the above process, the original cast met for a 
group sound session to sample prerecorded dialogue for the game. 
The design team felt it was important that the entire cast be present 
for the session, rather than simply recording each crew member sep- 
arately. As Creative Director David Riordan states, “Having the entire 
crew together again was fantastic. We felt that the group would feed 
off each other's enthusiasm, and that the emotion would translate 
into their dialogue. It’s very different from someone in a sound room 
speaking their lines.” Once this dialogue was recorded, the meticu- 
lous task of meshing the spoken lines of each character to their digi- 
tal model's lip movements began. Less a matter of technology and 
more a matter of time-intensive labor, this single process devours the 
lion’s share of development time. 


Trek fiction 

The pedestal that Star Trek games are placed upon by Trekkers (itch- 
ing to correct the slightest omission or obscure error) stretches high 
into the stratosphere. That same pedestal looks feeble compared to 
the standards the design team maintains for themselves. 


Subsequently, the overall themes throughout development have 
been authenticity and accuracy. In addition to striving to perfect the 
sets and models, they have enlisted renowned Star Trek authority 
D.C. Fontana to write the game’s script and to safeguard against 
contextual discrepancies. Under her watchful eye, the design team 
took artistic liberty only when encountering gaps in the annals of 
Star Trek lore. |f all goes well, staunch Trekkers should be pleased (or 
at least, happily thwarted) to find a game that is very consistent with 
regard to the spirit and context of the Star Trek universe. 

Furthermore, the design team even scrutinized every episode in 
the original series. Less obvious aspects, like the unique camera 
angles used in shooting scenes and budget-induced filming short- 
cuts, were taken into consideration for Secret of Vulcan Fury. As David 
Riordan explains, “After hours upon hours of watching the old 
episodes, it became clear that folks tend to remember the episodes 
as having a higher production value than they really did. We want 
this game to be accurate even to the level of showing aspects of the 
original series that existed due to budget constraints.” 

Even though this Star Trek installment returns to its adventure 
gaming roots after a short stint in the action department, players will 
still encounter plenty of activity and a growing sense of tension as 
the game goes on. To make the gameworld feel truly dynamic, 
rather than a basic series of static backgrounds stitched together, 
every scene and location will be abuzz with constant activity. Expect 
to see officers shuffling through the corridors and crew members 
having conversations or carrying out their daily duties. 

A unique feature that should reinforce the television metaphor 
involves the use of “cliffhangers.” As players attempt to solve critical 
problems (like stopping a hostile Klingon vessel from snatching the 
last box of Huggies on the store shelf), they may be whisked away 
shortly before the scene resolves to an entirely different scene. Later 


Each scene like this will be 
filled with background activity 
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on, they'll return to the original scene to finish their prior work. Heck, 
any closer to television, and you'll have to adjust Spock’s ears for the 
best reception. 


Puzzling questions 


What's an adventure game without puzzles, right? Instead of offer- 
ing isolated logical interludes that distract players from the overall 
story rather than further it, the puzzles throughout Secret of Vulcan 
Fury will be designed to mesh with the context of each episode. 
Repairing a failing warp drive, attempting a mind meld, and initiat- 
ing diplomatic relations are just a few dilemmas that players will face 
along the way. Note that these tasks play a part as the story, as 
opposed to the commonly used “toll bridge” puzzles (where one 
simply pays the troll underneath with brain power bucks in order to 
get farther in the story). To minimize linearity, most of the puzzles 
can be completed in any order. If one particularly difficult task 
stumps players, they may simply move on to a different area or 
problem in the episode, and revisit the current trouble spot at 

a later time. 

The game will also include richly orchestrated music from the 
same composer who recorded the soundtrack for Starfleet Academy. 
Every “beep,” “blip,” and alert klaxon will be taken straight from the 
Original series, lending the same level of authenticity to the sound 
that is being given to the visuals. 

Audible gasps broke the silence when the original cast members 
of Star Trek were introduced to their digital counterparts for the first 
time. To David Riordan, this outpouring of awe made the intensive 
and detailed labor on his lifelike models all worth while. If everything 
goes as planned for Secret of Vulcan Fury’s Spring release, those same 
audible gasps will be heard in computer rooms across the globe. 
-—Tim Royal 


Crew members Scott and Greer do routine 
maintenance on the bridge of the starship 
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but still has that new starship smell 
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little snippets 


Ritual’s original sin? 


et’s get right down to brass tacks: what does Sin have that 
the umpteen other upcoming first-person shooters don’t 
have? The answer to that question used to be “Hipnotic,” 
the team that created the Scourge of Armagon add-on for 
Quake, one of the best applications of the engine to date. But legal 
complications have changed that answer to “Ritual,” the company’s 


_ new name. Helmed by an assortment of veteran developers who 


worked on games like Duke Nukem 3D and Prey, Ritual has displayed 
a great deal of talent for pushing the envelope of the Quake engine. 
With Sin, they’ve been given free reign to rework the engine for a 
game based on their own elaborate story. 

Sin’s premise pits the player, a cop in the future, against the beau- 
tiful industrialist Elexis Sinclair, a woman with a penchant for eugen- 
ics through drugs. Her testing has bred a horde of mutants to help 
carry out her plans on an unsuspecting populace. Rather than laying 
out the entire story up front, an audio-linked sidekick talks the play- 
er through the unfolding plot across six “missions” of 1-8 levels each. 
“What we're trying accomplish is that by the end of the game, you 
will have heard the long story, but you won't have to read it from a 
manual or from text slowly dotting across the screen,” says lead pro- 


grammer Mark 


Dochtermann, 
“It'll come in 


so it won't dis- 
rupt the 
action.” 

The game 
will begin with 
the player 
fighting from a 
helicopter 
coming to the 
scene of a bank 
robbery. The 
level after the 
robbery is a chase sequence through the tunnels though which the 
robbers are escaping. A sniper rifle will be included for some portions 
of the game. At one point, the player is captured and mutated to par- 
ticipate in gladiatorial combat against other mutants. There will also 
be a jeep, crane, and submarine ride. “We're not trying to muddy the 
waters by introducing a flight sim or anything, but we're trying to 
change up the gameplay a little,” said Dochtermann, referring to these 
various sequences as “little islands of different-ness.” But everything 
Ritual wants to do with Sin will be done within the game engine, right 
down to the in-game “cutscenes” that advance the story. 

Sin’s concept of Action Based Outcomes is at the heart of their 
level design. The developers use the acronym “ABO” as casually as 
they would mention RAM or VGA. “Through your actions, you can 
have small effects or much larger macro-effects on the gameplay,” 
explained Harry Miller, Ritual’s CEO. “We want this to be the most 
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Elexis Sinclair’s mansion 
features some plush real- 
world textures, including 
carpet, brick, stone, and 
unique textures for her art 

_ collection 


interactive game you've ever played. Anything that’s usable, any 
gears you should be able to turn, anything you should be able to 
break or blow up, you can. | lot of these things won't effect game- 
play, but we'll also have areas where you'll have to deal with the 
consequences.” For example, one level takes place on an oil rig. 
During the course of the fighting, it’s entirely possible to blow holes 
in pipes and storage tanks. But if you do too much damage, the next 
underwater level will take place in murky waters with limited visibili- 
ty. Blow up a vat in the chemical plant and you'll have to contend 
will pools of hazardous waste in the aqueduct. Allow the enemy to 
complete their research of an experimental weapon, and you'll be 
Staring at the business end of said weapon a few missions later. 
There are even branching paths from some missions. 

Sin’s 16-bit graphics update to the Quake engine allow for a sizable 
color palette to create authentic-looking environments. “If you have a 
house, it should look 
like a house,” said art 
director Michael 
Hadwin, “you 
shouldn't see riveted 
walls and that sort of 
thing. We're doing 
realistic places, so 
we want it to look 
exactly like it 
should.” The level 
designers proudly 
displayed a tene- 
ment building with 
brick walls and rot- 
ting wood floors, an 
underwater base 
that looks like a set 
from The Abyss, and 
Sinclair's opulent 
mansion, complete 
with artwork and an entertainment center. Hadwin puts the number 
of unique texture maps at 1500 with more to come. 

The character system from Quake has been completely reworked, 
opting for a skeletal system with continuous mesh skins and interpo- 
lation to smooth out animations. Variable Al levels will give some 
creatures the ability to open doors, call for help, organize groups, or 
dodge attacks. Non-combat characters like civilians or technicians 
will have the capability to assess threats based on whether you have 
weapons drawn; walk around with a rocket launcher armed and 
they'll run to sound an alarm. : 

In Scourge of Armagon, Ritual proved themselves clever level 
designers. With its commitment to storytelling, its interactive levels, 
and its updated Quake engine, Sin is likely to be a tempting offering 
when it’s released in early 1998. -Tom Chick 
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The geothermal plant is a convenient place 
to show off gratuitous colored lighting effects 


An early chase through a tenement build- 
ing ends up at this construction site. Note the 
explosion is modeled with particles and alpha 
blended bit maps 
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oices. My voices! My voices...| hear them. | hear them 
telling me to...” says Bob Joan-of-Arc Bates, president 
of Legend Entertainment, as his eyes roll back tn his 
head. Oh, all right. Complete exaggeration. But the 
a sane that is not spewing forth from Bates is instead festering 
inside, disturbingly so, as Bates immerses himself in the world of the 
_ insane during research for his latest title, The Blackstone Chronicles, 

| which should be arriving late in 1998. While his mind is littered with 
disquieting i images, his office is littered with a lot of the research 
material that helped to cultivate them. Stacks of books form small 
towers; books such as America’s Care of the Mentally Ill, The Art of 
Asylum Keeping, Bedlam, a Year in the Life of a Mental Hospital, 
Asylums and After, and other light classics. Also prominent and 
thumb-worn is a set of ee The 
Blackstone Chronicles. : 
Saul is something of a household word 
among horror enthusiasts, (although he 
prefers to think of his works as psycholog- 
ical thrillers), and he is the first to admit 
that he is primarily a commercial writer. 
__ Through his publisher, Ballentine Books 

_ (which has a relationship with Legend), he 
approached Bates. “John came to us with 
a proposal for a game. He said, ‘This is an 
idea I've had for a while, | play games, I’m 
computer literate, | know what's out there 
in the market, and | think this would make 
a really good game.” Bates read his pro- 
posal, met with him and agreed; and Saul 
has been deeply involved in the game’s 
_ development from the get-go. At some 
point it was suggested that, since the 
game involves six characters, perhaps 
Saul could write six prologues that would 
be included in the game box. When 
Ballentine got wind of it, before you could 
say “marketing coup, "th prologues were 
released as paperbacks, one by one, in the 
tradition of Charles Dickens, or more 
recently, Stephen King (The Green Mile); 
each of them leaping into the usual 
reserved-for-John-Saul slot on the New 
York Times bestseller list. 
__ The books detail events in a small New. 
land town named Blackstone where 
an old asylum sits atop a hill. There is a small backstory on the six 
CI acters who were at one time inmates in the asylum, each having 
a personal belonging that has somehow re-emerged into the com- 
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Legend Entertainment goes insane 


mt nity. The books are about the tragic events that occur in the lives 


of the inmates’ families when these items appear. The g game, , howev- 
er, is about the inmates themselves. 

Set primarily in the Asylum, which has been abandoned oe some 
40 years, the game takes place after the events of the books. It turns 
out that the inmates’ family trees can all be traced backtoanevil | 
patriarch. The player-character, similarly related, realizes that all fin- 
gers point to the Asylum as the ultimate source of evil. 

Legend has not necessarily been known for “pushing the technol- 
ogy envelope,” but this game promises to be their most sophisticat- 
ed so far. Full screen 24-bit graphics will highlight a 10 frame-per- 
second transitioning engine with 90 degree panning segments in 
every location. While the Asylum has only about 25 rooms, each 
room has multiple locations and views for a total of over 170 game 


4 John Saul - 
Blackstone’s 
black leather 


Lightning's sinis- 
ter silhouette ¥ 


screens, almost double the maximum number of screens 
in any previous Legend title. 

While the mechanics of the game are about explo- 
ration and problem solving, its crux is fear. Saul’s and 
Bates’ main focus in this project is not to startle us, but to 
scare us deeply (“be afraid, be very afraid”). “| want people 
to be scared the way we were scared by Poe and 
Hitchcock,” says Bates. “| don’t want them to say, ‘Well, 
yeah, | can see how this might be: scary 1 to somebody...’ | 


want them to be frightened. Not the 
‘BOO!’ kind of frightened. . but the 
kind that creeps in and stays with 
you. | call it a ‘credible threat.’ | want 
something that not only will make | 
the game player say, ‘my character i is 


in danger, but! want that feelingto 
seep through the screen and forthe 
player to say, This is bad. This could . a 


happen to me.’ There’s a very fine 
line between sanity and insanity — 
between mental health and mental 


__ illness. And there’s not a whole lot 
that separates us, the ‘allegedly nor- 


mal,’ from those who are committed 
to a mental institution.” And that’s a 
scary thought. 

So what is crucial to providing all 
this delicious fear? The voices, 
believes Bates — the voice of some- 
one terrified; the voice of the con- 
fused; the voice of the child who | 
doesn’t understand; the voices of 


_ insanity. When the time for voice selection comes, perhaps Mad Bob © - 


Bates could rent out the ones in his head. They'd propeny ca Pe , 


fect. -Cindy Yans 
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different units and is connected to a hot- 


he original Battlezone’s graphics might as well have been 
twisted out of monochrome green pipecleaners. It featured 
gameplay with the complexity and depth of Space Invaders 
and an Al with the single-mindedness of a 13-year old mak- 
ing a beeline for an unoccupied Defender machine. So one might 
wonder why Activision decided to name their new game after Atari’s 
1980 arcade classic. “When we started this, we were looking at revi- 
talizing the classic games,” says producer Andrew Goldman, “I was a 
huge, huge fan of Battlezone. | dropped a ton of quarters into it and 
it was kind of my dream to remake it. But when we broke it down 
and looked at all its elements, it just didn’t add up to a full game by 
contemporary standards. So what we did was take the elements of 
-Battlezone and put them in here. In fact, our ultimate Zu aaall is right 
out of [the original] Battlezone.” 
But tank combat is only half the story in this contemporary ver- 
sion. “We decided to take one of the most revolutionary products,” 
he says, “and carry the legacy forward with another revolutionary 
product. Everything that’s in a [real-time] strategy game is also in 
Battlezone. The key is you do all this without ever leaving the first 
person view.” There was a “severe 
design challenge” in this marriage of the 
situational awareness a god-game offers 
with the thrill and uncertainty of a first- 
person shooter. But after working for a 
year and half, Goldman's come up with 
what he hopes is an intuitive and fluid 
interface. Based on a wireframe topo- 
graphic map that appears in one corner 
of the cockpit, it uses symbols to display 


key driven menu system. Menu items 
trace lines to their corresponding units 
on the map and include bar graphs that 
display damage and ammo remaining. 
The foundation for building your forces is an alien metal mined 

from deposits or recovered from destroyed enemies. Pilots are also a 
key resource, as each scenario offers only a limited number; when 
vehicles are destroyed, their pilots bail out and scramble to safety 
unless you hunt them down. Factories can only be set up on thermal 

geysers, which limits initial base placement somewhat, but any unit, 
even defensive turrets, can be moved to new locations. New units 
can be assigned to guard other units or attached to your own vehi- 
cle to serve as wingmen. Navigational beacons (which double as 
‘remote cameras) are used to maneuver clusters of units to distant 
areas and organize assaults. 

A mission construction kit will ship with the game. It presents a 
wireframe view of the terrain, which can be kneaded into whatever 
sort of landscape a player desires. The game uses a direct port of Dark 

_Reign’s Al, so an entirely new scenario can be generated each time 
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@ The sheer peaks in front of you show up clearly 


_ on the radar’s topographic wireframe display 


you play by merely dropping a basic factory onto a map; the comput- © 
er will use it to build scavengers, then scouts, then combat units. 

A tech tree makes new units and weapons available as you gath- _ 
er alien relics. The game takes place in the 1960s, offering a bit of 
revisionist history in which the space race is just a front for govern- 
ment efforts to harvest the alien metal. Units sport US or Soviet 
markings and infantry will be fitted with Neil Armstrong-style space 
suits; the soundtrack will use music reminiscent of The Doors and 
militaristic Soviet themes. Perhaps an odd choice, but coeny true 
to the time period. 

The player can choose the Americans or the Soviets on their path 
through seven different worlds. As they progress through the sce- 
narios, a story evolves about the overall campaign and the other 
groups involved in the war. “Ultimately what happens is one of these 
groups gets super-powerful” says Goldman, “The only way to survive 
is to ally with the Soviets and go after this renegade brigade.” (He 
mentions a 
“Heart of 
Darkness ele- 
ment” at this 
point: a Cold 
War Colonel 
Kurtz chasing 


alien metals instead of ivory?) “If | play through from the Soviet side 
and you play through from the American side, we meet at the point 
where we have to go after this renegade group. At that point, we 
can take our single player campaign and go cooperatively fight — 
against the Al. That's how we're trying to introduce people into the 
multiplayer arena.” As for the final scenarios and the ultimate enemy, 
Goldman will only cryptically say, “It’s definitely not going to be 
what anybody expects.” 

The multiplayer head-to-head games will have the added element 
of combatants using different vehicles. But once he’s shot down, a 
player will find himself running for cover on foot, trying to reach the — 
safety of a new vehicle. “You don’t get the frag until you get the per- 
son, not the unit,” says Karpas. “It’s really satisfying to run people pe 
over,” he adds with a mischievous glint in his eye. Expect the squish- 
ing to begin first quarter of 1998. —-Tom Chick a 
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Mililer----Did 
you hear that? 


ORTEGR---~Yeah. «. 
there’s something back there... . 


Miller----Ortega... 
ORTEGA! 
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“Psst! Hey, buddy! Got » 
any spare tank parts?” 


oping to avoid both the stig- 
ma of being lumped in with the real-time strategy pack 
and the rut of stacking useless extras into nothing more 
than a direct translation, Media Station has been laboring 
away silently on Extreme Tactics. They're aiming for a product that 
minimizes drudgery, focuses on strategy, and makes crafting armies 
a challenging art, rather than a side note. 

As much as they'd like to distance Extreme Tactics from being 
labeled as another clone, it has distinct similarities to games that 
have gone before. Two rival clans duking it out on the surface of a 
planet. Collecting limited resources to build a mightier force. 
Following a pre-set campaign to its scripted conclusion. These are 
familiar. After that, the scenery changes from desert sagebrush of 
commonality to a thriving rain forest of creativity. 

The game intends to offer crisp, clean photo-realistic maps, plot- 
_tedin 3D to accommodate sight and range modifiers based on ele- 
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vation. A key feature 
will be the two-level 
zoom which lets 
players see the 
action up close 
(especially useful when manually controlling a weapon on a vehi- 
cle—yes, you can do that), or get a satellite view showing more of 
the battlefield. 

Say goodbye to the chafing shackles of resource management. 
Only three resources (Calibrium, Coolar crystals, and glow-in-the- 
dark drool) require stockpiling. The MCC, your version of a king in 
Chess, handles the latter by wiggling its haunches atop a rich crystal 
deposit. Miners shuttle Calibrium from... get this... mines. 

Most real-time strategy games make players build a foot powder 
factory, which opens the door for a new pro curling stadium, which 
finally produces the radar station they wanted in the first place. 


A Take sos any weapon on any unit” 
ee 
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Extreme Tactics strips away the tangled web of co-dependence on 
structures. Players construct only relay stations, six portable build- 
ings that offer unique bonuses to the owner. _ 
In current real time games, building your army loosely tranciates 
to constructing a nude Lego statue of Angela Lansbury UJust stop 
when it begins to hurt. What? Done already?) In Extreme Tactics, a 
considerable chunk of the game involves tailoring and customizing 
each unit. Included in the final release will be the Hoover, Fireball, 
and DeathGhost. Not just limited to these stock types, players can 
use all the available spare parts on hand to create their own vehicles. 


Opportunities exist for changing chassis settings, modifying weapon © 


loadouts, setting repair levels, and outfitting new technologies like 
stealth and shielding. Units gain experience from combat, as well as 
change behavior based on a simplistic Al “stance” (where they'll pur- 
sue, avoid, or attack enemies as directed). 

Another notable feature, battalions, allows pre-assignment of any 
number or type of vehicles to a group. Select this group, and the | 
MCC builds every unit in order, automating the unit production 
process to the player's liking. 

Games that offer extensive customization options often fall flat whee 
those changes make little or no visible impact on the combat field. In 
Extreme Tactics, every modification, no matter how minute, will alter a 
vehicle’s behavior. Change chassis types, and your newly created (and | 
appropriately named) “Crabby Climber” hurtles over rock formations 


that would otherwise bar its dake Or, trade in daunting offensive fire- _ 


power for 
stealth on your 
other custom 
“Miss Curfew” 
hovercraft. 
Other | 
planned fea- 


— level design 
editor; artifacts 
that hinder or — 

help the player _ 

when : 

retrieved; 

downloadable 
unit types from the company’s web site; directional advantage, where 
attacking a unit's flank does greater damage than a frontal assault; 
and a full-featured campaign with cut scenes to further the story. 

At this stage of development, Extreme Tactics appears quite solid. 
lt much more closely resembles a hybrid of Carnage Heart (from the 
PlayStation), and Mission Force: Cyberstorm than the “Big Red.” 
Without the name recognition and prime time coverage of other 
games, it’s likely Extreme Tactics will need to stand on its own merits. 
to attract a sufficient number of gamers. Unless something goes hor- 
ribly awry, it should have plenty of legroom to work with. —Tim Royal 
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CHESS HAS A FIGHT @N ITS HANDS 


The stunning game of tournament level chess played with living battling characters 


You’ve never seen chess like this. One moment you’re testing yourself at Grand Master level on a standard board. Then, with the click of a mouse, 
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Can a computer feel emotions? Playing as W.O.P.R., your forces > 
are surprised by a human guard tower hidden in the trees 


he Cold War's over, and what's a reformed strategic defense 

computer to do? If you're W.O.P.R you get reprogrammed 
to test conventional military scenarios. Along the way, of 
course, something goes wrong, thereby setting the stage 

_ for MGM Interactive’s WarGames. Set 20 years after the movie of the 

same name, the game posits what happened to the hero, Matthew 
Broderick’s David Lightman, hacker extraordinaire. After his adven- 
tures with NORAD, the military decided to hire him (if you can’t beat 

‘em, have him join you) to reprogram W.O.P.R. for its new conven- 
tional function. In true mid-Eighties fashion, David made a mint, 

- enough to buy out Protovision, the company he was trying to break 
into in the first place, and to do what he really wanted to do: devel- 

op and release games. Somehow something goes wrong with 

W.O.P.R. (sloppy patch code?), and it resets to its original program- 
ming.... Can you say “Do you want to play a game?” 

This is where you enter the picture. You play a gamer who, while 

_ surfing Protovision’s web site, gets challenged to fight W.O.P.R and 
its computerized conventional forces in some 30 “simulated” mis- 
sions, Well, you think they're simulated, but you can’t really risk los- 
ing, because if W.O.P.R. wins, it considers its plans proven against the 
enemy (humanity, in this case) and it will go to war for real. 

- An interesting introduction for what is, in essence, a real-time 

_ strategy game in the mould of Command & Conquer... not surpris- 
ing, perhaps, for the 

~ game’s Executive 

_ Producer, Robb 

_ Alvey, was in on the 

_ Virgin side (versus 

_ the Westwood side) © 

of production on 

- games such as Dune 
Il and (at least in its 
early days) C&C 

itself. A fan of what 
_ heconsiders a 

genre unto itself, 

_ Alvey has wanted to 
do a real-time game 

along the lines of a 
new-generation C&C 
~ no orcs, no forces 

battling in space 

sometime in the distant future, nothing like that; rather, a setting 

close to the modern day, with elements that would be obvious to all. 

MGM, while not forcing the producers at MGM Interactive to use its 

movies as game fodder, does make the licenses available. Interactive 
_ Studies, the game’s developers, had a real-time engine, but no real 

_ story around which to build a game. Combined, Alvey had exactly 

__ the components he needed for his game. 

The main thing that puts WarGames a generation ahead of C&C 

_ (technologically, at least) is its use of a 3D viewpoint. While used in 

_ Mindscape’s Shadow of the Horned Rat and in Bungie’s upcoming 
ye The Fallen Lords, this is the first time it’s been acs to a pure 
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C&C-style game. Not limited to merely a fixed isometric viewpoint, 
the alpha version we looked at lets you spin the view around 360 
degrees and zoom in and out; the only 3D element not yet imple- 
mented is the ability to change the angle of your viewpoint flexibly 
(there is an overhead view, and Alvey tells us that they may be 
adding “another angle or two”). While the polygon-based terrain and 
units look fine in regular mode, Interactive Studios is working to add 
3Dfx support for those who have the hardware. 

Anyone who’s played one of the recent crop of real-time strategy 
games should feel right at home with WarGames; “lasso” a group of 
units, click to move, click to target — all the conventions of the genre 
are here. Aside from 3D, there are a few other additions to the mix; 
for example, missions can have secondary objectives in addition to 
the primary. More interesting is the fact that the computer has 
objectives in missions too, so if it accomplishes its objectives it wins, 
even if you were leading in the body count. 

W.O.P.R forces are all mechanical and are, in general, stronger and 
more technologically advanced but less numerous while humans 
have greater numbers of weaker conventional units. Units will be 
designed in a “rock-paper-scissors” fashion so that no one kind of 
unit will be all-powerful. 

The game can be played from either the human or the W.O.P.R 
perspective. There wiil be 15 missions per side, divided into three 

a campaigns. 

According to 
Alvey, mis- 
sions are 
played from 
the perspec- 
tive of both 
sides, but 
when this is 
done the 
maps won't be 
identical (only 
the general 
setting of the 
mission), 
thereby increasing gameplay. Currently there are no plans for an edi- 
tor, but Alvey says “I think we are looking really closely at some sort 
of random level generator, or random unit generator... something to 
give the player more to do after completing all the missions. | can 
guarantee we will have something in there to prolong gameplay.” In 
addition to single player there will be several multiplayer modes: co- 
operative or free-for-all (deathmatch), global domination (destroy 
everything) or capture-the-flag. The engine currently supports up to 
four players, but they hope to have this up to eight by the time 
WarGames releases sometime early in ‘98. —Scott Udell 
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More levels than a Tokyo skyscraper Tanks, bulldozers, boats, forklifis: Brive to kill Hand to face combat mode: Kick butt karate-style 


WHO WANTS 
SUITE WAM? 


Shadow Warrior is here. Lo Wang. 
#1 Assassin. #1 Yakuza abuser. 
#1 Freak fragger. #1 Mutant mutilator. 


#] reason to be scared of the dark. 


#1 Son-of-a-Bitch. So say Sayonara to 


all the flinja wannabes that have gone 


before and put on your combat sandals... 
Lo Wang is coming to the Land of the 
Rising Sun to turn out the 

lights. Shadow lilarrior. < 


The Zen 15 going to hit the fan. 


“There’s no doubt that Shadow tarrior 
cemates the competition.” 
bame Slice Weekly 
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Fog, multi-colored Jighting, transparent Hare hi-jinks, Lo-lang speak, and B-Player Wanghang (deathmatch), Co-lp and Team 
Water...total immersion. total interaction than Buke Nukem 30 Play modes iuith all-new Handicapping option. 
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Swim, climb, drive, qo anyuere, iin anything!» = ue Rotating 40 gun turrets to moun down enemies 
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Over the Net 


Kali is dead 


ali is dead. Yep. You read that right. 
Kali is dead-it just doesn’t know it 
yet. Not right now, no—and perhaps 
not even within a year. But the end is com- 
ing, and there’s nothing anybody can do to 
stop it. 

The next obvious question is “Why?” To 
explain that, we'll need to delve into the 
past for a little and give a bit of background 
on Kali. Fear not! We shall return to discuss 
the topic at hand. 

Kali is the brainchild of a gentleman 
named Jay Cotton-just a normal guy who 
happened to be a huge fan of Descent when 
it was first released. Unfortunately, the sin- 
gle player game in Descent pretty much 
sucked (to be blunt)—multi-player action was 
where the game shone. Problem was, most 
people didn’t have a LAN available to play 
the game multi-player, which sort of put a 
damper on things when they heard all about 
the fun they were missing from their net- 
work-endowed cronies. 

Jay saw this problem and did a little 
thinking. The end result was that he came 
up with the idea of coding a shim that 
would basically sit in-between the game 
and a TCP/IP network. The shim looked and 
acted just like an IPX network layer to the 
game, allowing you to start up a gaming 
session just as though you were playing on 
a LAN. The slick part was that once the 
shim received a packet it would actually 
send it via TCP/IP over the Internet (also 
known as a Wide Area Network, or WAN) to 
another player. 

As you might guess, players flipped out 
over the possibilities—-and Jay saw a business 
opportunity. The shim began to expand and 
evolve as he added features; instead of sup- 
porting only Descent, he began to turn it 
into a general IPX game via WAN emula- 
tor—and named it Kali. 

Kali was a huge success as soon as it was 
announced. For one, you could play almost 
any IPX-enabled game over the net with 
it-and it’s important to remember that this 
was a time when there really weren't other 
ways to play a lot of these games across 
the Internet. In many ways, it was the pre- 
historic era of online gaming. In addition, 
Jay decided to charge a simple one-time 
fee of $20 to register. (New users could 
download a trial version of Kali to test it 
out; however, it timed out and stopped 
working after 20 minutes.) That low fee 
greatly appealed to the “everything- 
should-be-free-on-the-Internet” crowd-—and 
in truth, it was a great deal. 

Since then, Kali has continued to evolve. 
Early iterations were extremely user- 
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Soreenshat Taken 


unfriendly, forcing 
players to config- 
ure public domain 
TCP/IP stacks in 
DOS and perpetu- 
ally try to squeeze 
the last bit of free 


system memory 
out of their system 
to even get their 
games to run. 
However, Jay kept up with the Windows 95 
revolution and released a native version 
(cleverly called Kali95) which was even easi- 
er to use. Kali95 works with the Windows 95 
TCP/IP stack, and basically removed the vast 
majority of configuration work users used to 
have to do. 

On top of all these successes, Kali’s 
numbers look good, too. To date, Kali has 
over 180,000 registrants, with servers in 
over 60 countries. 130,000 of those players 
are still active, with around 18,000 playing 
on any particular day for 2-3 hours. In 
short, things are looking very good for Jay 
and Kali... for now. 


BulLo COMMS 
ORDERS PATHS 


| can already imagine the rabid responses 
we're going to get on this one (and ironical- 
ly enough, probably not from Jay). In the 
hopes of calming some of you down a little, 
let me let you in on a little secret of mine. In 
case you hadn't already guessed, | like Kali. 
Always have, always will. 

And by like, | mean really like. | was one 
of Kali’s beta testers back when Jay was 
polishing up the very first DOS version. | 
was one of very early registrants (just miss- 
ing the half-price beta registration offer), 
and have played countless hours of 
Command & Conquer, Warcraft, and Duke 
Nukem 3D with it. And to this date, | have 


Kali95 installed on my machine, and | still 
recommend it to people who want an inex- 
pensive way to game “long distance”. 
Heck-I even like Jay and his company, who 
have always been incredibly open and 
responsive to the Kali community. 

Yet, in spite of all that, Kali is still dead. It 
just doesn’t know it yet. And here’s why: 

The online gaming industry is delineating 
itself along two basic financial models. The 
first model is free gaming subsidized by 
retail sales of the boxed game, a la battle.net 
or Westwood Chat. The second is the origi- 
nal pay-for-play model many online gaming 
networks are hanging on to. The problem 
for Kali is that these financial models are 
shifting, and it’s looking more likely that 
companies are going to want to control 
player access to their properties. 

The free gaming networks are adding 
more and more features as users demand 
them, which is slowly but surely driving the 
cost of running those networks up. Thus it’s 
likely the game company networks will 
eventually start charging for some of their 
premium content, while keeping older con- 
tent free. In addition, the pay-for-play gam- 
ing networks are moving much the same 
way-having older free content while charg- 
ing for premium titles. The final piece of the 
puzzle is that companies following either 
model also hope that advertising revenue 
will help subsidize their costs. 

The key element to either of these finan- 
cial models working are eyeballs. Both mod- 
els depend on gamers having a reason to 
come to their respective services-first, dur- 
ing the “free” era to build a consumer base, 
and eventually, to draw people to view 
advertising or pay-for-play content (using 
the generic free content as a loss-leader). 

Assuming this is the case, LAN over WAN 
emulators such as Kali are going to have 
some difficult times ahead. Currently Kali 
(and Kahn, a Kali-clone—say that three times 
fast!) have succeeded by a) having a low, 
one-time registration fee, and b) piggy- 
backing on continued game company IPX 
support. Up to now, companies such as 
Blizzard and Westwood haven't minded Kali 
too much. Although they made no money 
from Kali sales directly, it was at least likely 
that there was additional revenue being 
brought in thanks to selling additional 
copies of game titles. 

Lately, however, the game companies 
have begun to understand the need for 
Owning and controlling their own online 
gaming networks—and with them, their 
gaming properties. Looking ahead, they see 
that they need to build a dedicated con- 
sumer base if they're to survive. To that end, 
it’s beginning to make less and less sense to 
support IPX in retail versions of games. If 
they do indeed choose to include IPX sup- 
port in a title, it makes more sense to sup- 
port IPX in a manner that forces the game to 


be run on an internal LAN, and be 
unplayable over Kali. Jay has stated suspi- 
cions that certain (to remain unnamed) 
companies have already attempted to lock 
out Kali users. | happen to know for a fact 
that he’s right about one large company in 
particular (let’s just say their major titles 
were in the top five of this year), and I’m 
pretty sure about a couple of others. 

In short, it’s not looking good for Kali. The 
game companies are in the driver's seat 
here. All it takes to add a vast amount of 
gamers to their gaming network solution is 
a simple decision to not support standard 
|PX—which in turns means dollars flowing 
into their coffers, not Jay’s. And although Jay 
has done an admirable job of tweaking Kali 
to support titles which might have been 
purposely Kali-crippled, it’s a losing battle. 
Simple packet-flooding (sending large game 
packets far more quickly than the Internet 
can handle) will cripple Kali-support for a 
title while leaving the game completely 
playable over a fast IPX network. Although 


Jay's been able to find clever ways in the 
past to compress and eliminate unnecessary 
packets, he’s also been exploiting an area 
the game company programmers haven't 
been too concerned about. If the game 
companies crack down, expect Kali support 
for newer titles to come to a crashing halt. 
It’s a pity, too. Kali is an online gaming 
institution, and Jay Cotton has possibly 
done more to advance the state of afford- 
able online gaming than anyone else out 
there. But it’s the end of an era—the heavies 
are moving in, drawn by the scent of big 
money pouring down the pipes in the years 
ahead. And smaller houses like Jay's are 
going to be squeezed out unless they can 
find a new niche that’s not so easily locked 
out. Hopefully he'll find a way... but sadly 
enough, | sure can’t see it. -André Vrignaud 
André Vrignaud has worked in the comput- 
er gaming industry since 1990, although he 
admits the Atari 2600 had a great influence on 
his formative years well before then. Most 
recently he’s worked at SSI and TEN, where he 
: produced much of their 
online content and direction, 
and is currently working for 
Intel in their New Media 
Programs group. He is always 
interested in stimulating, 
albeit inflammable, e-mail 
(including rumors, tips, and 
other random trivia) and can 
be reached at 
overthenet@cdmag.com. 
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Man the cockpit of the legendary DeHaviland Beaver Battle torrential rains and heavy crosswinds. Fly through the 
Seaplane and experience something you can't with any other most hazardous, realistic weather conditions. 
flight sim—tand on water. 


Welcome To 
Trac 


‘ ? 


Take off and land from any one of 48 different Bay Area 
airports. 


Flight Unlimited Il immerses you in the 
sheer thrill of flying like nothing you've 
ever experienced. Pull mind-bending G's in 
your quicksilver P51-D Mustang. Play chicken 
with F-16s. Get on the horn with Air Traffic 
Control as you pick your way through skies 
filled with aircraft. Hurtle under the Golden 
Gate Bridge and around the TransAmerica 
tower. With Flight Unlimited II, you're not 
just flying, you're really flying. 


| N t E A A C y \ Vv E 


@iDOos i; ‘ 


“% 
©1997 Looking Glass Technologies, Inc. Cambridge, MA. Flight Unlimited II and Looking Glass are trademarks of Looking Glass Technologies, Inc. All rights reserved. EIDOS Interactive is a trademark of EIDOS PLC ©1997 EIDOS. 


66 


Ultima Online 


Far from the ultimate RPG 


rom the moment Origin announced 
Ultima Online, expectations ran high. 
The idea was breathtaking: a massively 
multiplayer RPG, a huge, complex, persistent 
world, and all the rich history and lavish 
detail of Ultima. Two rounds of semi-private 
beta testing only increased the anticipation 
of the multitudes, as gamers not lucky 
enough to land a spot in the beta test 
pestered the more fortunate for updates 
and status reports. Finally, in September of 
1997, Origin released Ultima Online, as a 
Charter Edition costing about $90 and a reg- 
ular edition going for around $60. Was it 
worth the wait? 

Simply put, no. Admittedly, any online 
game of this scope and scale is always going 
to be a work in progress. Any review is no 
more than a snapshot, an assessment of the 
game at a given point in time. Still, given 
that caveat, at this point in time, Ultima 
Online isn't ready for prime time; not even 
close. It suffers from technical problems (lag, 
overcrowding, crashes, bugs), design prob- 
lems (a broken economy, brain-dead NPCs, a 
wacky ecology, scarcity of monsters) and 
conceptual problems (emphasis on the 
mundane instead of the adventurous, ghet- 
toized communities, mixed-up metaphors). 
True, this is one game with great potential, 
but potential isn’t reviewable. The bottom 
line is that gamers who shell out their sixty 
clams (plus $9.95 a month) for this product 
are not getting their money’s worth. 

The basic structure of the game is familiar 
enough. Players create characters, each with 
three primary statistics (Strength, Dexterity, 
Intelligence) and choose three primary skills 
(including such arcana as herding and ani- 
mal taming in addition to the more familiar 
combat and adventuring skills). After this, 
the next step is choosing starting location 
from among the many in Britannia; inns, tav- 
erns, temples and such 
in the various cities 
and towns are avail- 
able. Players start with 
100 gold and a selec- 
tion of items germane 
to their skills: a black- 
smith begins with 
some smith tools, a 
bowyer with the mate- 
rials to make bows and 
arrows. They don't 
Start with anything 
more deadly than a 
dagger and a practice 
weapon, however, and 
all lack armor at the 
Start. There is no 
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directing demiurge guiding players’ actions 
in Ultima Online; what players do next is 
completely up to them. 

Travel is by foot, horse, or boat, though 
the latter two require some gold or the kind- 
ness of strangers. Roads link much of 
Britannia, though these can be dangerous, 
and moongates serve as a variable telepor- 
tation system between cities. The forests of 
the realm are filled with flora and fauna, and 
sometimes with creatures of unnatural ori- 
gin; dungeons and evil temples dot the 
landscape, as lures to the unwary. The towns 
are filled with shops and shoppers, guards 
and thieves; in many respects, the world of 
Ultima Online has all the makings of a great 
fantasy environment. There is no time limit 
in the game, no set goal or purpose. Players 
are free to do as they will, to terrorize the 
innocent or protect the weak as they see fit. 
Guards will kill any who steal or attack in the 
cities, but on the highways of Britannia, 
strength and wisdom are the only thing 
standing between a character and an early 
grave. Death, however, is far from final. 
Instant resurrection (with penalties to statis- 
tics) or a period of wandering as a ghost 
(temples can raise the dead) follow the 
unexpected termination of bodily functions, 
and the land is filled with 
the corpses of those who 
moved too slowly or 


Llama Fest ’97 — animal tamer 
is a popular choice of profes- 
sion 

Gorilla blocking path - film at 
eleven...these are pets left 
over from their owner’s 
demise 


Sic transit gloria mundi...the 
fate of thieves in Britannia’s 
towns 


thought too little. 

Ultima Online, however, is a fine idea, 
indifferently implemented and plagued with 
problems. Technical problems have been 
the most apparent so far. Lag is often horri- 
ble. This depends a lot on the quality of a 
gamer’s ISP, and on the general status of the 
‘Net at game time, but Origin bears some of 
the blame as well. Origin started with three 
servers, and at this writing is now fielding 
six; Someone severely underestimated usage 
it seems. Even with multiple servers to 
choose from, within each server (game 
world) popular locations are frequently 
jammed, making lag a real problem and hin- 
dering social and commercial interaction 
(not to mention combat). Servers crash all 
too frequently, connections are dropped, 
and there are a variety of bugs that range 
from game-ending crashes to allowing little 
tricks that render much of the elaborate 
social and economic structure meaningless. 
Being intricate and complex, UO suffers 
more than most games when beset with 
technical problems. 

Even if every user had a T3, and each serv- 
er was a Supercomputer, all the problems 
with U/tima Online wouldn't go away. The 
economy doesn’t work well; too many peo- 


This giant telescope no doubt plays a role in 
the local lore 


Caligula and his horse practice swordsmanship 


Ready to camp out in the great 
outdoors...camping or logging out in an inn 
are the safe ways to leave the game 


Safe in an inn...as long as the llama is house- 
broken 


ple are trying to sell too much of the same 
thing (and no one will buy anything more 
exotic). Shopkeepers are always broke, and 
player characters don’t want or need most 
of the things other players can make using 
their skills. NPCs all too often seem oblivi- 
ous to the world around them, don't 
respond well to player questions, and offer 
grossly out of place suggestions. Many have 
a habit of screaming across a crowded store 
asking a player to murder someone for 
them. And, to top things off, for a game that 
purports to emphasize conversation and 
social interaction, Ultima Online goes out of 
its way to make that difficult. While having 
conversations appear above the speaking 
character's icon sounds like a good idea, in 
practice these conversations overlap and 
overwrite each other all too frequently, 
especially in laggy conditions. Worse, 
because technical issues have forced the 
establishment of multiple game servers, 
there is no single game world. Players on the 
Atlantic server cannot interact with players 
on the Pacific server, for instance, and every- 
one must create new characters for each 
server if they wish to play there. As each 
server is ostensibly “best” for a particular 


geographic region, this means that the com- 
munity of UO gamers is in essence ghet- 
toized, segregated into regional clumps with 
little interaction. 


Finally, U/tima Online suffers from a bit of 
schizophrenia. In addition to the problem of 
multiple servers carving up the gaming 
world, there is the matter of focus. Most 
role-playing games emphasize roles that 
gamers would not immediately associate 
with their day to day lives. Swordswoman, 
dragon slayer, wizard, Black Knight - these 
are the sorts of things that gamers associate 
with RPGs. Yet Ultima Online seems to oper- 
ate under the assumption that what gamers 
really want is a virtual world complete with 
virtual drudgery. This is a game that requires 
players to spend hours of real time doing 
nothing more interesting than repeatedly 
clicking the mouse on a tiny image of a 
stuffed target dummy, in order to increase 
combat skills. This is a game that expects 
players to focus most of their energies for 
the first few (real-time) weeks in the game 
on making a living, buying and selling the 
same products over and over and over, just 
to accumulate enough gold to begin to 
have fun. This is a game that, as the crown- 
ing glory of a vigorous training regimen, 
advocates going off into the woods and... 
killing rabbits. So what is it? A fantasy RPG, 
or 9to 5 Part Il? 

Yes, the idea of a virtual world, an RPG 
world much more “realistic” and detailed 
than normal, is good. But Origin doesn’t go 


the distance with this 
idea. The towns and 
forests, for instance, 
are not destructible. 
Terrain is phenome- 
nally unvarying across 
leagues of space. The 
economy is more 
1990's than anything 
the Medieval or 
Renaissance period 
ever resembled, and 
the NPCs that popu- 
late the world do little 
to make players feel 
they are in a real place. 
Worst of all, though, Origin 
seems to have created the 
thing they seem to have set 
out to avoid, namely, a 
game where the only thing 
anyone cares about is 
money, items, and killing 
things. How? By making it 
boring and difficult to do 
anything else. As hard as it 
is to build up a character to 
survivable levels, it is infi- 
nitely easier and more 
entertaining to do so than it 
is to really roleplay anything 
else. Who wants to be a 
herder? Few gamers will want to spend $10 
a month to, say, make chairs that no one 
wants to buy. So much for a dynamic world 
of real people; say hello to another one- 
dimensional environment. By not making 
non-adventuring activities rewarding, while 
at the same time providing a very elaborate 
system of combat and magic, Origin has got 
the worst of both worlds. The game is hard, 
frustrating, and boring to get going in, due 
to the so-called “realistic” elements, but the 
things that real-world people can do to 
make life bearable simply aren't feasible or 
rewarded. Catch-22. 

This is one game that might become a 
classic, but it isn’t one now, despite a New 
York Times story on the front page of the 
business section. A game that requires a 
credit card and Internet access before the 
player can get even a glimpse of what's 
going on had better be incredibly engross- 
ing or at least immediately accessible. Ultima 
Online is neither. The “undoubted future of 
interactive entertainment’? God forbid. At 
best, it might eventually grow into a solid, 
mature game that delivers the goods, but for 
now, caveat emptor. —Robert Mayer 


Ultima Online 

Origin * www.origin.com * Requirements: 
Windows 95, 133MHz Pentium or higher, 
16MB RAM, 4X CD-ROM, 32 bit Internet 
connection 
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With Microsoft’ CART Precision Racing” you will see, hear, and feel the same 


things real CART drivers do. You will race on all 17 official CART tracks, based 


on razor accurate GPS data. Your view will shift in anticipation of the curves 


ahead. Your pulse will rev at digitally sampled engine sounds and Bob Varsha’s track-side 


commentary. And with force feedback support, if you take the corkscrew at turn #8 too fast, 
youte not going to need a monitor to tell you. To improve your lap time, stop into the garage to tweak your set-up, analyze 


the Pi Research telemetry data or go back to Racing School where Bobby Rahal is instructor-in-residence. 
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Chron X 


Ghosts in the Machine 


hether you're playing poker, Go 
Fish, or Magic: the Gathering, 
there's something almost mystical 
about shuffling cards before a game. It is the 
tangible act of folding chaos into order, stir- 
ring the diamonds into the clubs, the 
Mountains into the Plains, the Serra Angels 
into the Sengir Vampires. All card games are 
ultimately about pulling patterns from a ran- 
domized deck, whether it's a pair of kings, a 
sequence of numbers, or enough Forests to 
summon a Craw Wurm. So how can a card 
game deny you the flutter of cardstock rif- 
fling past your fingertips into a 
little packet of chaos? 

This is a sacrifice required for 
Genetic Anomalies’ Chron X col- 
lectible card game (CCG). You 
buy cards that don't physically 
exist, so you can't shuffle them. 
You can't spread them out on a 
table. You can't put them in 
protectors. You can't keep them 
in a box. You can't spill Dr. 
Pepper on them. You can't 
scratch, bend, mutilate, or mis- 
place them. Since they're just 
virtual cards on a server in 
Massachusetts, many dyed-in- 
the-wool CCGers will regard this 
game and its digital phantoms 
with suspicion. But behind this strange new 
concept is a unique combination of the best 
of CCGs, strategy games and Internet multi- 
player gaming. 

Chron X is free to anyone content with a 
paltry sixty cards and no access to the rank- 
ing system on Genetic Anomalies’ server. 
But for $25, a player gets 180 cards and their 
name on a list that tracks everyone's wins, 
losses, and relative standing. Although you 
can play against a perfunctory Al to test 
deck designs and learn the rules, Chron X 
was made to be played among humans 
logged onto the server, who pair off in peer- 
to-peer connections during bouts. The setup 
is stable and fluid, the players tend to be 
courteous and focused, and the system is 
secure from cheating. A separate area is 
available to build and sort cards, with a 
series of filters available to make things 
more manageable. Additional cards can be 
purchased at a price comparable to paper- 
based cards and trading is available to 
round out collections, all under the watchful 
eye of the server. 

Chron X sports a cyber-punk motif. It's 
your run-of-the-mill dark, nihilistic futurism, 
but it's not as richly drawn as similarly- 
themed CCG's like On the Edge or Heresy. 
Flavor text is infrequent and curt, so the 
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The deck management screen can 
be divided into "piles", each sort- 
ed according to its own filter 


Selecting a card brings up a larger 
image of it. However, until you're 
familiar with all the cards, you'll 
have to flip the image to get to 
the important information on the 
other side 


The world's major cities each 
serve as a separate "tabletop" for 
a deploying cards; games can be 
global or limited to America, Asia, 
or Europe 
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details of the universe are obscure (Who is 
Raul Grange? What is the FUS? What is an 
ALBMU?). The mechanics of gameplay are as 
simple as Magic's; you line cards up on oppo- 
site sides of the table and slug it out. In addi- 
tion to attack and defense values, the "crea- 
tures" in Chron X have an armor value; it's a 
welcome concept, but the way it's imple- 
mented is needlessly clunky. Unlike Magic, 
unused resources accumulate, so there's a 
constant tension between immediately play- 
ing your cheap cards or saving up to deploy 
the heavy hitters. Although you can't play 
cards during the other player's turn, there 
are stealthy cards that can surprise your 
opponent by blocking apparently unop- 
posed attacks. This adds a great fog of war 
feature that's impossible when you lay your 
cards on a real-world table. Chron X spans 
several virtual tabletops, each representing a 
separate city. The early game is a tense cat 
and mouse search across these tabletops for 
the other player's headquarters. 

The way the cards are represented 
requires a choice between the stats or the 
graphics: newer players will have to rele- 
gate the artwork to stamp-sized inset boxes 
until they've learned all the cards. The quali- 
ty of the artwork is occasionally cartoony, 
but on the whole a lot better than many 
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paper-based CCGs. The game is strangely 
quiet, featuring only an occasional pling or 
snick as cards are moved around. It's not 
difficult to find opponents, but Genetic 
Anomalies’ server is little more than a rudi- 
mentary chat room; it could use a discus- 
sion forum and a listing of who's online or 
playing in a game. The developers have 
done an admirable job supporting the 
game since it opened in July, and an expan- 
sion set should increase the number of 
cards from 200 to 350 by October. 

Chron X is a dream come true for CCG 
players who can't easily find opponents. But 
more importantly, it's a good strategy game 
that skirts the widespread problem of poor 
Al: it plugs you into a growing community 
in excess of 1500 players, each with their 
owns decks and strategies. If the price to 
pay for this sort of solid, long-term, chal- 
lenging, and open-ended gaming is that 
you Can't actually touch your cards, it's well 
worth it. -Tom Chick 


Chron X 

Genetic Anomalies * www.chronx.com * 
Requirements: Windows 95, 486DX2/66 or 
higher, 8 MB of RAM, Internet connection « 
Multiplayer: 2 players 


Chessmaster Live 


A cozy place to find a game, twenty-four hours a day 


chess fanatics were excited when chess 

programs began to appear for personal 
computers. We were now able to play a 
game anytime of day. Little did we know a 
few years down the road we'd be able to 
play chess twenty four hours a day against 


: t wasn't that long ago that many of us 


CM Live has all the features for an enjoyable online session 


people all over the world. This is possible 
with Chessmaster Live, and best of all the 
price is right: to an extent it’s free. 
Chessmaster Live is included in 
Chessmaster 5500. It is also available for free 
download at Headland Digital Media’s dedi- 
cated website, www.chessmaster.com. After 
installing the program, play- 
ers can log-on to its Internet 
site and play unlimited pick- 
up games under guest status 
without charge. Players can 
register as members for an 
annual fee of $39.99 for 
expanded access of the site. 
The program is simple to 
use and contains all the fea- 
tures needed to enjoy an on- 
line chess session. There is a 
general chat area for finding 
opponents. When giving invi- 
tations for a game, players 
can customize the challenge 
to suit their tastes. This 
includes time allowed for 
moves, skill of opponents 


Legal Crime 


Byte Enchanters muscles in on the action 


produced by Byte Enchanters Ltd (of 

Finland), puts the player in charge of a 
budding 1920s crime family. Set in 
America’s gangster era, the shareware game 
($20 registration) offers players a chance to 
pit their criminal minds against other cyber 
mafia bosses. 

Hired gangsters who range from bat car- 
rying thugs to submachine gun-wielding 
Thompson men secure your growing 
empire. Funding comes via extorting local 
merchants and, later, illegal businesses such 
as bootlegging, entertainment, gambling, 
and troubleshooting. The money generated 
across your turf is carried back to your head- 
quarters by defenseless collectors. Your 
income can be spent on improvements or 
used to bribe the army, FBI, politicians, or 
the cops. While illegal businesses are the 
big money makers players can bribe politi- 
cians to have many businesses legalized, 
thus complicating matters. 

The game focuses on multi-player, with 
very limited single player options; while 
this provides for clever opponents, the 


: egal Crime, a real time strategy game 


relative obscurity of the game 
means that you can’t always find 
someone to play against. While 
fairly new, with time it might 
achieve a wider following. A few 
things taint game play, including 
the tendency of the gangsters to 
get distracted and forget what they 
are supposed to be doing. This, 
along with the inability to control 
collectors directly, can cause frus- 
tration. The game does appear sta- 
ble and bug free (or at least close 
to it) and the “family” nature of 
small-time player Byte Enchanters 
Ltd means that games should have 
better luck getting a customer sup- 
port hearing than might be the 
case elsewhere. 

Legal Crime’s fast paced play allows for 
quick games which are fun if not uniformly 
Captivating. If you've always wondered what 
Al Capone felt like, do yourself a favor: 
download the game from www.byteen- 
chanters.com/download.html and try to 
muscle in on the action. -Dan Waldeck 


sought, and type of play. Games may be 
played in standard, bullet, or blitz forms. 
Spectators may be allowed to observe 
games in progress, or may be screened out 
for a private game. Games are automatically 
recorded in standard PGN format. There are 
various 2D & 3D sets to select for play. 

There are many activities for registered 
members to enjoy. Players may earn ratings 
that are compatible with USCF standards. 
There are regular and even daily tourna- 
ments. Participants may find themselves on 
leaderboards or receiving player-of-the- 
week awards. Members have access to addi- 
tional stylish chess sets. 

Overall, chess enthusiasts will find much 
to like at this site. -Chuck Klimushyn 
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Chessmaster Live 
Headland Digital Media * www.chessmas- 
ter.com * Requirements: Windows 95, 9OMHz 
Pentium or higher, 16MB of RAM + 
Mutliplayer: 2 players, Internet 


Legal Crime 

Byte Enchanters Ltd. « 
ww.byteenchanters.com + Requirements: 
Windows 95, Pentium, 16MB of RAM, 14.4 
modem * Multiplayer: 2-12 players, Internet 
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Command Post 


A strategy gaming peace process 


olotov cocktails and rubber bul- 
vi lets, angry words and religious fer- 

vor... no, it’s not the Middle East, 
but meeting between proponents of turn- 
based versus real-time strategy games 
(wargames, too). Few issues have so divid- 
ed the strategy gaming community in 
recent years as this one. Largely over are 
the platform wars, the OS wars, and all the 
other piddly little design conflicts; now, 
instead, everyone's weighing in on whether 
strategy games should be turn-based or 
real-time (or “continuous-time”). Real-time 
has been winning of late, but turn-based 
still has a strong core of adherents. Little 
heard from are those (perhaps a majority?) 
that enjoy both types of gaming depend- 
ing on the subject, the venue (solo play or 
multiplayer, for example), or 
their mood. No, these folks 
are silent (or shouted down); 
cries of “Can't we all just get 
along?” are ignored. Is there 
no hope? Will the war wage 
forever? Will nothing bring 
peace to this battered lan... 
err, to this field of gaming? 

Well, yes — in fact, the 
process is underway. There are 
several proposals on the table, 
and several test plans have 
been floated by adventure- 
some developers. All hold 
some hope for ending the con- 
flict - indeed, any combination 
of them might work too. 

The first, and perhaps most obvious solu- 
tion, is to design a game that can be played 
either turn-based or real-time. MicroProse’s X- 
COM: Apocalypse did this and much to the 
surprise of both camps, succeeded. The prob- 
lem with this approach is balancing the 
game, especially against Al opponents. In the 
case of Apocalypse, neither approach seems 
stronger in terms of gameplay, just different. 
Doing a game this way may also provide a 
side benefit for folks who like both forms of 
strategy gaming, namely that the game plays 
differently, that different challenges come to 
the fore and new tactics must be developed, 
thereby increasing replayability. It appears 
that other games are taking this approach as 
well; Interplay is adding real-time to M.A.X. I/ 
(in addition to the original's turn-based and 
simultaneous modes — see below), and appar- 
ently Sierra has decided to put some form of 
turn-based back into Cyberstorm 2 (which had 
been shifted to wholly real-time, to the cha- 
grin of some fans of the first game). 

Other solutions to the problem tend to be 
variations on either turn-based or real-time. 


It sounds like 
Interplay’s M.A.X. Il 
will give the 
gamers the widest 
range of play styles 


Total Annihilation 
— one of several 
recent games that 
uses a useful pause 
feature to add leav- 
en to the real-time 
mayhem 


X-COM: Apocalypse 
is amazing in that 
it successfully 
implements both 
turn-based and 
real-time play in 
the same game 


Many of the recent real-time crowd have 
sported a wonderful feature known as the 
Almighty Pause. No mere pause, wherein 
you can go to the bathroom but not affect 
gameplay, these pause modes let you (at 
least in single player games) issue orders to 
your units and buildings, plot waypoints, 
ponder the map, and only start up the 
action when you are ready. Dark Reign, Total 
Annihilation, and Sid Meier's Gettysburg! all 
include this function, and with luck more 
games will in the future. Why they haven't in 
the past is likely due to Al — if you actually 
give the gamer time to think, he or she 
might come up with some useful tactics, 
something most Als can’t deal with. This 
approach balances things somewhat - any 
gamer who's watched in frustration while 
the computer deftly maneuvered multiple 
tanks simultaneously should appreciate the 
chance to attempt to respond in kind. 
Pause functions like this don’t work well 
for human vs. human games, but they aren't 
as crucial there. Still, some gamers can just 
function faster than others in a real-time 


environment, so gamers might want to try 
some of the turn-based combinations 
instead. The original M.A.X. has what's 
called a simultaneous mode, wherein a 
period of action is played out in real-time, 
but once a side’s units have used up a cer- 
tain number of action points, their “turn” is 
over. A fast gamer might still have an edge, 
but can rarely get totally ahead of a slower 
gamer; also, the slower gamer might be so 
by choice, choosing to assault a rash oppo- 
nent who’s left him or herself dangling in 
the open. Another turn-based variation is 
used by the upcoming game Worms 2; it's 
still turn-based, but the turns are timed so 
there is a strong element of time-tension. 

As of this writing, it sounds like M.A.X. I/ 
will have the best combination of the bunch: 
turn-based, simultaneous play, and real-time 
with an “Autolock” function to pause the 
game during play (hopefully you'll still be 
able to issue orders). Some of the other vari- 
ations might not work as well, and some of 
the games’ designs just might not support 
more than one approach (that Apocalypse 
could do both successfully is still pretty 
amazing), but it’s encouraging that develop- 
ers are trying to make their titles open to the 
widest possible range of gamers. —Scott Udell 
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On War 


The deliberate attack 


Task Force (TF) conducts a deliberate 
A attack when it is defeated in a Hasty 

Attack or determines that the enemy 
is too strong. Normally, it attacks as part of a 
brigade, but in many wargames, it attacks 
by itself. 

Deliberate attacks are characterized by 
detailed information gathering, planning, 
preparation, and rehearsal (usually not pos- 
sible in a wargame except by replaying the 
scenario repeatedly). The TF uses a large 
amount of supporting fire, and attempts to 
deceive the enemy as to the location and 
time of the attack. The TF attempts to attack 
enemy flanks or rear instead of conducting a 
frontal attack. 


Organization 

Deliberate attacks have three components: 
Main Attack, Supporting Attack, and 
Reserve. 

The Main Attack, usually a single compa- 
ny team, penetrates the enemy position, 
destroys the force on it and seizes it. It 
receives the majority of support (air, artillery, 
engineer, air defense, etc.) available to the 
TF. These requests are answered first or 
supersede any other requests. (Figure 1, the 
tank company team on the right.) 

The Supporting Attack fixes or suppresses 
an enemy force not being attacked by the 
main effort. Because of the range and lethal- 
ity of modern weapons, they are attacked by 
fire instead of maneuver. (Figure 1, the com- 
panies on the left side of the figure.) 

The TF Reserve is used to exploit the suc- 
cessful penetration of the enemy position to 
complete the destruction of the enemy 
force. Initially, it may be used to overwatch 
the main effort or add its suppressive fires to 
the overall effort. Normally, one company 
team is in reserve. (The left hand Mech 
Company on the right side of Figure 1) 


Conducting the deliberate attack 

A deliberate attack consists of three steps: 

isolate the enemy, destroy the enemy, and 

exploit success. 
In order to isolate an enemy force, players 

(also seen in Figure 1): 

* Use terrain to avoid enemy fires and exploit 
gaps in his defenses. This requires detailed 
map and ground reconnaissance to find, 
confirm, and use these areas. 

- Use smoke to cover your own movement. 

* Use artillery and mortars to suppress adja- 
cent, supporting, or overwatching enemy 
forces (including the use of artillery deliv- 
ered smoke), and 

* Attack adjacent enemy units with direct fire 
or maneuver. 


COMPUTER GAMES 


Notice that all the fires 
of the task force are being 
used to isolate one pla- 
toon from the rest of the 
position, and the initial 
assault targets a single 
enemy vehicle. 

Next, to destroy the 
enemy, we use the princi- 
ples of exploiting enemy 
weaknesses, minimize 
exposure of the friendly 
force, and use suppressive 
fires. Players: 

- Recon the enemy's posi- 
tions and determine its 
weak points, gaps, or 
other vulnerabilities. Find 
the position of enemy 
armored vehicles, anti- 
tank weapons, obstacles, 
covered routes into or 
around the position, and 
positions from which you 
can support the attack. 

- Isolate the enemy unit 
where the TF will pene- 
trate the larger enemy 
defensive belt. 

* Breach or bypass obsta- 
cles to allow the TF into 
the defensive position. 

- Penetrate the enemy 
position. 

Additional techniques in 
attacking are: 

* Use covered approaches 
to close with the enemy. 
* Move forward mounted as 
far as possible, dismount 
ing no farther away than 
the last covered and con- 

cealed position prior to 
the objective. If possible, 
dismount on or beyond 
the objective. 

- Use fire and maneuver to attack the enemy 
from a favorable position. 

* Don't stop in an exposed position — the 
enemy positions his kill zones to take 
advantage of clear fields of fire. 

* Make the penetration on a narrow front. 
One company team concentrating on a sin- 
gle enemy platoon while the battalion’s fire 
suppresses enemy supporting units. 

* Don't allow gaps to develop between 
attacking units. The enemy can use these 
gaps to counterattack. 


ere Tank Heavy Team 


P| Mech Heavy Team 
» Enemy ¥ ehicles 


Finishing up 


Finally, the initial penetration is widened 


Smoke and Arnllery 


Smoke and Artillery 


Smoke and Artillery 


and deepened by employing the steps 
above to isolate and destroy other platoon- 
size units in the enemy position. As the pen- 
etration is widened, additional units join the 
attack. (Figure 2, the Mech Company team is 
moving toward the gap.) The TF then com- 
pletes the destruction of the enemy position 
as shown in Figure 3. 

Next time, we will consider adopting the 
hasty defense, which is a necessary step in 
moving from a failed hasty attack or from 
the movement to contact to a deliberate 
attack when the enemy is determined to be 
too powerful to overrun with a hasty attack. 
—Michael K. Robel 


Facial 


- 


toatl 
i 


‘ 
i 
Siac | sb EIONNpenrnnrre NE TE Ta 
he 


eee en ee 


rT 


ae 


Mmiheé BBRANWS 


mecliimy [o)'f-| Mele fom tg -Meleluslet- lel ’icgl-jmelgeltlejaimifolU i dal eft) dt-7-) [fale 


Fereyarley-1 mej lanlelt-i4(e)at- $m oer ym Mle jai waliate Mt | hmr-lale Mm Ocelaat-laleia(- Mace 
© 199% NovaLegic, Inc. 


NOVALOGIC - THE ART OF WAR” 


CONTENT RATED BY 


NOT JUST GETTYSBUR 
NoT JUST SHILOH. 


LAY 
1 tat 


f 

iu 
Nk 
ania 


DON’T SETTLE for aslice 
of history when you can have 
the whole-bloody cake. 


The battle begun with the best- 


selling Robert E. Lee: €ivil War 


New Unit. Types 


General continues with 40 ALL-NEW FEATURES: 

° Fight in Eastern or Western 
battle theaters as Union or 
Confederate. 


authentic battles. Rally the troops 


* Map Editor allows you to chal- 
lenge oppoments on your own 
customized battlefields. 


and take command as you rewrite 


history with Civil War Generals 2: — 
- °° Command your troops in an 


overhead view or zoom in for 


Grant, Lee, Sherman. close-up detail. 


* New reenactment film footage 
from Jay Wertz. 


POWERFUL MAP EDITOR 


* Even more artwork from Mort 
Kunstler. 


° New unit types include siege 
mortars, horse artillery, frigates 
and gunboats. 


¢ New terrain includes forts, 
walls, swamps, water, major 
roads and coastline. 


* Head-to-head™ § 
play via modem, | 
LAN, Internet — 
and e-mail. 


* Battle for FREE 
on Sierra’s 
Internet gaming 


system. 


Impressions 


= SlER Rat 


Download the interactive demo at www.sierra.com a 
© 1997 Sierra On-Line, Inc. ® and/or ™ designate trademarks of, or licensed to, Sierra On-Line, Inc., Bellevue, WA 98007. All Rigs Reserved. 


Sid Meier’s Gettysburg! 


The master returns with a cannon blast of a game 


he day is finally here — the first all-new, 

wholly-Sid game in years has arrived 

(Civilization II was built on an existing 
design and didn’t involve Meier as much as 
folks think, and Magic the Gathering was only 
partly his work), and what can we say but 
“Wow!?” Meier and the team at Firaxis have 
created something amazing, combining por- 
tions of wargaming, real-time strategy gam- 
ing, and some completely new elements into 
something that is, most of the time, one of 
the best wargame experiences in years, if not 
ever. Note, though, that “most of the time” — 
there are times when the game is not fun, 
some of them for a reason and some just 
depending on an individual's gaming tastes. 
No matter what your thoughts, though, you'll 
likely find Sid Meier's Gettysburg! a wonderful 
and even enlightening title. 

Gettysburg!, of course, covers the famous 
battle of the U.S. Civil War that occurred in 
and around the small Pennsylvania town of 
that name on July 1-3, 1863. Though the fact 
that it covers a historical battle would get it 
labeled a “wargame” in the mind of most 
folks, it’s nothing like most such games (the 
closest comparisons might be the old Swfte 
game Gettysburg, which is better as a multi- 
media learning tool than as a game, and 
Microsoft’s Close Combat). Distributor 
Electronic Arts, trying to hook into the 
Command & Conquer craze, would like you to 
think that it’s a “real-time action-strategy 
game” but, while it is real-time, it’s nothing 
like C&C, Warcraft, and their ilk. 

Meier and Firaxis would probably be 
happy if you just called it a game about 
Gettysburg, one that will appeal to the 
widest audience possible. If you're a hard- 


Altering the difficulty level from the easiest (seen here) ... 
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trol due to a confusion of unit graphics 


i is i: 


“War’s not just hell, it’s messy!” Even at close-in zoom Gettysburg can sometimes be hard to con- 


core adherent to either end of the spectrum, 
you may be disappointed. If you play your 
Clone & Conquer games in an arcade-like 
fashion, throwing masses of units about with 
little attention to strategy, and that’s the 
only way you like to play, you'll find failure 
awaits you everywhere in Gettysburg!; this is 
a game that demands some realistic tactics. 
On the other hand, if you’re an old school 
grognard wargamer used to “pushing coun- 


ters” and direct control over every little 
detail of your forces, you may find the 
game’s real-time nature, lack of hard data, 
and command emphasis off-putting. Then 
again, you may find you're like the rest of 
the strategy/wargaming world, in which 
case you'll be just plain amazed. 

The game lets you take charge of either 
Union or Confederate forces in individual 
historical engagements, individual, pre-set 


... to more difficult (with the “more units” option selected too) can give 
larger versions of the same scenario; pictured here is Picket’s Charge 


fictional actions, purely random battles, or a 
campaign game that can have any mixture 
of the three depending on your mood and 
the flow of the battle. Instead of recreating 
the entire three day battle in one huge 
game, Firaxis has broken the campaign 
down into many smaller scenarios that focus 
on the most interesting parts of the battle. 
The reasons for this are two-fold: first, they 
felt the majority of gamers wouldn't find the 
entire battle fun at the scale they're using 
(regimental/brigade), and second, a real- 
time recreation of the whole battle would 
rapidly become unmanageable (even with 
the game's pause function) at this scale. 

The problem with this approach is that it 
sometimes gives the game a bit of a generic 
feel; while you can recognize an excellent 
recreation of Civil War combat in general, it 
doesn't always “feel” like you're at 
Gettysburg. Part of this is due to how the 
game treats the rest of the battlefield in any 
individual scenario. At the lower difficulty lev- 
els with “fewer units” selected, much of the 
map is empty of units, leaving you to think 
you're just a few brigades duking it out alone 
instead of a small part of several corps facing 
off. This also gives opportunities to maneuver 
that wouldn't have been there historically - 
flanks that were firmly protected in reality 
may now be wide open. At the higher difficul- 
ty levels with more units selected, you'll often 
find fixed units not under your control on 
your flanks. While this helps give the battle- 
field a more realistic populated feel, the only 
action is happening where you're at, which 
seems artificial. However, short of having the 
computer control these extra units for both 
sides (Something that would be plausible 
given the game’s outstanding Al), the gamer 
would have to control the activities of these 
extra units if he or she wanted the rest of the 
battlefield to “light up,” and that would result 
in player overload. Caught in a Catch-22, 
Meier has made the best choice possible 
(although computer control of some friendly 
units to your flanks would be interesting, 
wouldn't it?). 

Putting aside concerns about the cam- 
paign structure, Gettysburg! may be the best 
recreation of Civil War combat (or even just 
combat) of any game yet released. Sure, 
some of the hardcore data is missing, and 
Firaxis chose to eliminate supply issues, but 
it's amazing how realistic this game feels 
much of the time. The basic building blocks 
of the game are regiments of infantry and 
cavalry and batteries of artillery. While you 
can command each individual unit if you 
wish, the wise commander will make use of 
the brigade-level orders the game provides 
both because the real-time nature of the 
game makes micromanagement difficult 
and because cohesive brigade formations 
are essential to success (there is no equiva- 
lent to the “drag-select” of other real-time 
strategy games; a formless mass of units is a 


quick way to defeat in this game). 

Regiments and brigades can be ordered 
into a variety of formations and issued sev- 
eral types of movement or defensive/offen- 
sive orders; often these commands can be 
queued, thereby reducing player workload. 
Unfortunately there are no waypoint com- 
mands (they would have been useful for set- 
ting up long road marches or flanking 
maneuvers), something that Firaxis’ Brian 
Reynolds admitted (online) they didn’t have 
time to get to. 

The terrain you'll fight over includes 
Gettysburg and a large section of the sur- 
rounding area. Rendered in a isometric per- 
spective, the map represents the relief of the 
battlefield quite nicely (this relief can be 
enhanced to give a better feel for heights). 
The map can be rotated in eight directions 
and scrolled; unfortunately, the terrain 
blanks when scrolling in single player, some- 
thing that is initially quite distracting. Firaxis 
said this was done to give more CPU time to 
the Al, but as the Al seems to work just as 
well at the turbo speed setting this 
seems to be a dubious statement. 
Enough people have complained 
about this that Firaxis has already 
announced it will be made an 
option in an upcoming patch. 

Okay, you've learned to com- 
mand your troops and have 
looked over the battlefield; that’s 
all well and good, but it’s not 
where the game is. That comes 
when battle is joined, and it’s here 
that the game shines most bright- 
ly. From the satisfaction of with- 
standing a direct assault to the 
horror of seeing an unexpected 
enemy column emerging from the 
woods on your flank (or, worse, to 
your rear!), Gettysburg! is perhaps 
the best game yet (on or off the 
computer) at recreating the feel of battle. 
Over and over you'll find yourself saying “So 
that’s what it was like!” If nothing else, the 
game is a great educational tool. 

Firaxis has also given us one of the best — 
if not the best - computer opponents in 
gaming to date. Without any apparent 
cheating, you'll be amazed at how the com- 
puter can maneuver units, picking out your 
weak spots and probing your flanks. Even at 
the lower difficulty levels the computer 
manages its forces the same - it’s never 
dumbed down. Difficulty is instead set by 
adjusting the effect of morale (morale, a key- 
stone in the game, is handled elegantly) on 
one side or another. While not explicitly stat- 
ed in the manual, representatives of Firaxis 
have said online that the third level of diffi- 
culty has the forces approximately equal; 
levels one and two give a morale advantage 
to the human, while level four (“Lee” or 
“Meade” difficulty) makes the human’s 
forces more “brittle” in combat. 


Despite all the just praise that can be 
heaped on Gettysburg!, there are times when 
it just isn’t fun; either because of arguable 
weaknesses or because of individual tastes. 
The weakness category may be best 
summed up by the phrase “War's not just 
hell, it’s messy,” for sometimes the game is 
just that. As fighting intensifies (especially 
when you're doing poorly), things can get 
confusing on the battlefield. Realistic? 
Absolutely. Fun? No; instead, it’s often frus- 
trating. This confusion is due in large part to 
the representation of the units on the battle- 
field; sometimes they can become quite a 
jumble, even at the highest zoom level. This 
does not always happen when you've mis- 
managed the battle; sometimes you've wise- 
ly placed units in close proximity to one 
another to hold a critical position, but you'll 
often pay for it in your ability to control 
them. With apologies to Firaxis’ artists, an 
option to replace the animated unit repre- 
sentations with icons or even block shapes 
would have gone a long, long way towards 
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This close-in shot shows this Confederate brigade ina 
nasty situation—attacking uphill against a larger force 
protected by forest 


alleviating player control frustration. 


Sometimes, though, the game just isn’t 
fun for no definable reason — something 
that is obviously dependent on the individ- 
ual. Personally, | didn’t find it highly addic- 
tive like | did, say, X-COM, the kind of addic- 
tiveness where you just can’t stop until 
you've finished. | instead found myself 
enjoying the game in smaller doses; trying 
to play for hours at a sitting gets to be too 
much. Of course, X-COM was a game that, 
once played through, got set upon the shelf; 
Gettysburg! is a game that will be played, a 
battle or two in a sitting, for a much, much 
longer time. —Scott Udell 
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Sid Meier’s Gettysburg! 

Firaxis * www.firaxis.com * Requirements: 
Windows 95, 60 MHz Pentium or higher, 16 
MB RAM, 2X CD-ROM * Multiplayer: 2-8 play- 
ers, Internet, LAN, modem, serial 
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Roshambo Combat Strategy - Space combar with a twist. Your 
ship is a rock. Another is paper. Another is scissors. You can’t beat 
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Panzer General II 


ascaill llya, ae oe 


; 


a 


Ignoring the disproportionate size of troops to landscape, these exquisite maps look great 


t takes a special brand of individual to be 

a computer wargaming grognard. First 

off, one must possess the ability to stare 
at cryptic orders like “X65-3DGNT” and 
instantly decipher that an Italian Alpini 
infantry unit is under heavy fire from mortars 
across the hill. One needs to master the art 
of looking cross during moments of intense 
amusement. Most of all, and perhaps best of 
all, the right to bear the name “grognard” 
requires the ability to completely and totally 
envelop yourself into the skill and art of war. 

Most folks will never achieve grognard sta- 
tus, and for them, Panzer General I] should 
more than satisfy any compulsion to recreate 
the epic struggles of World War Il. As the cat- 
alyst used to unveil a new, vastly improved 
engine in the series, the game wildly exceeds 
expectations in almost every department. 
Included in the game are over thirty bat- 

tles in several campaigns. Unlike the original 
Panzer General, campaigns are playable from 
a German, American, British, or Soviet per- 
spective. Scenarios range from the usual bat- 
tles comprising Germany’s famous Blitzkrieg 
to the final days of Berlin during the Soviet 
offensive. Due to a reduced map scale, the 
game focuses on key battles in concentrated 
geographic areas. Not only must players 
concern themselves with achieving victory, 
but also prestige (via richer, more full-bod- 
ied victories) to keep the momentum going 
throughout successive battles. A few luke- 
warm results early in the campaign spell 
almost certain doom. Resources tend to dry 
up quickly when the folks at the requisition 
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desk hear you got pasted by Belgian Recon 
units during the last offensive. 

At first glance, it would be so very easy to 
write off this title as just a glitzy sequel. Toa 
point, that assessment has merit. However, 
further inspection reveals many subtle 
improvements and amenities that, when 
combined, put Panzer General Il in the strate- 
gy forefront. 

By now, most peo- 
ple expect high quality 
video and film footage 
to relay the introduc- 
tion and mission brief- 
ings. Rest assured the 
game comes complete 
with those quintessen- 
tial video vitamins and 
minerals (and yes, 
“batteries” are includ- 
ed). What gamers 
probably won't expect, 
but will be pleasantly 
surprised to discover, 
is the striking photo- 
realistic quality of the 
battle maps. Where 
most strategy games 
make do with abstract 
tiles depicting roads, 
rivers, and other ter- 
rain, Panzer General II 
utilizes sharp, pristine 
imagery that looks fan- 
tastic and feels seam- 
less. It's much easier to 


visualize a convoy of troops heading up a 
valley when that valley flows naturally into 
the adjacent hills and plains, rather than sev- 
eral bite sized chunks of terrain pre-qualified 
as “valley” fodder. These maps fare very well 
when compared to actual geographic data 
denoting the section of the world they rep- 
resent. Brave souls accustomed to using 
enlarged aerial photographs on the kitchen 
floor both to terrify feline entities and reen- 
act war with their plastic army men (tip: pul- 
verized Cheetos make great nerve gas) will 
find this title good enough to obsolesce at 
least one of those prior practices. 

In conjunction with improved maps, ani- 
mation of the individual units underwent 
considerable improvement. Each unit moves 
as one would expect: infantry goose-steps, 
tanks rumble across the landscapes (even 
facing the direction they're traveling now), 
and aircraft sputter along their intended 
flight plan. In keeping the focus on war and 
tactics, most of the glitz remains subdued 
enough that players won't feel bogged 
down by wait times while the same explo- 
sion routine runs its course for the 
umpteenth time. Beyond the eye candy, SSI 
did extensive work to distinguish similar 
units (a PzIVg compared to a PzIVF2, for 
example) on paper as well as visually. 

For Panzer General Il, SS| puts on a clinic in 
respects to its manual. With brief descrip- 
tions of campaigns and battles, a complete 
and informative guideline of general game 


The famous Dunkirk evacuation. Move ‘em out, pilgrims! 
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Terrain plays a large part in solving the tactical dilemmas in the game 


operations, and an exhaustive set of tables 
breaking down every unit from every coun- 
try, the manual deserves special recognition. 
Hopefully, other companies will take note 
and upgrade their current manual design 
staffs with breathing members of society. 

Numerous additions to movement and fir- 
ing rules add welcome functionality to the 
inane scheme used in the original. Many of 
these new features were included because, 
quite simply, they make perfect sense. Units 
now move or fire in either order during a 
turn. Thankfully, players may move several 
units, then initiate fire with all of them. The 
newly introduced Recon class units ignore 
zones of control. Tanks possess overrun Capa- 
bilities, lending them opportunities to steam- 
roller several hapless infantry grunts in a sin- 
gle turn. Certain troop types even benefit 
from phased movement, allowing short hops 
rather than one giant leap per turn. By them- 
selves, these features may appear minuscule, 
but the added allowances for movement and 
troop behavior garner a huge impact on the 
ease of coordinating assaults. 

Say goodbye to the “buddy system,” 
where artillery and supporting fire were 
forced to sidle right up to adjacent hexes of 
friendly forces. Ranges now vary from one to 
four hexes, and artillery can offer support 
from anywhere within their range. Tanks fire 
across several hexes if their line of sight isn’t 
impeded by terrain. The claustrophobic 
scale of battle has eliminated strategic 
bombing; however, tactical bombers now 
provide the same turn-long suppression. 

The most noteworthy addition involves 
the use of leader abilities. Officially, units 
who've been subjected to the harsh realities 
of war may spawn stout leaders with certain 
unique abilities borne of their tempering in 
battle. Unofficially, after a unit gains a hun- 
dred points (up to level five), the hidden pair 
of fuzzy dice inside your computer get 
rolled. If you win, the unit snags a special 
ability. Lose, and the fuzzy dice get 


specific units 


munched by the power supply fan. Keep a 
broom handy. 

The lengthy list of available advantages 
include higher movement allowances, 
entrenchment modifiers, back issues of Mad 
magazine to distract enemy troops weak in 
the Force, and even the ability to fire twice per 
turn. It's safe to say the game achieves greater 
replayability in that no two campaigns are 
truly alike. Grognards beware: adding this 
miniature role playing feature destroys any 
notion of technical accuracy (unless you 
believe in the shrapnel fairy), as suddenly 
Colonel Klink could quite possibly defeat 
General Rommel thanks to his newfound 
“Chinese Checkers Mastery” ability. Great for 
fans, bad news for fanatics, so to speak. 

Not only does the Al appear more intelli- 
gent than before, it also seems to give itself 
a normal amount of prestige. You no longer 
find yourself in the unrealistic position of 
having to fight a more experienced army in 
the rear areas after destroying the “elite 
forces” on the enemy front lines. Beyond 
solo play, the game maintains a firm com- 
mitment to multiplayer, offering modem, 
network, and PBEM possibilities. To further 
reinforce replayability, a fairly comprehen- 
sive scenario editor allows the creation of 
individual battles, historical or wacky. 

Don’t worry, hard core wargamers. You 
can pull those old gripes about the original 
out of the attic, dust them off with a lint free 
cloth to avoid scratches, and they'll be just 
as applicable to Panzer General II. Plenty of 
room still exists for improvement, particular- 
ly to an interface which seems to have taken 
a lover's leap backwards. 

Beyond intermittent technical glitches 
experienced on several machines, the main 
map view displays a smaller portion of the 
entire map than before. This could probably 
be chalked up to a narcissistic ploy to show 
off the tremendously detailed maps. 
Unfortunately, it forces players to toggle 
between the strategic and tactical maps too 


Looks a bit confusing, but the icons offer valuable information about 


frequently. As well, the maps still seem as 
overexposed and washed out as a low shut- 
ter speed photograph taken of the sun. 

Unit information comes at a premium. 
The game departs from the original one click 
information scheme into the treacherous 
“Carrot and Click” routine, requiring four 
clicks to finally get comprehensive informa- 
tion on a selected unit. Battle updates shoot 
on and off the screen like flash cards for 
Attention Deficit Disorder sufferers. Even 
details as basic as the weather now require 
additional scavenging through the menus to 
obtain. Worst of all, no easy method exists 
for determining composite sight ranges of 
your units. Welcome back to the thriving 
world of counting hexes (don’t forget those 
hidden leader bonuses for sighting, either). 
The option to retain the Panzer General 
interface would have been a welcome, wel- 
come sight. 

Still, Panzer General Il shows tremendous, 
yet strangely silent, improvement. Any 
mainstream gamer with a passive interest in 
the simple mechanics of war won't feel dis- 
appointed. Veterans of the original will 
enjoy the newfound freedom to truly posi- 
tion and coordinate troops realistically. 
Grognards should be ecstatic to hear what 
they were only going to believe anyway: 
that though there’s more for them to love, 
there’s just as much for them to hate. All 
told, the game offers solid value and 
longevity, even if Tanya isn’t around to dash 
across the map blowing away armored divi- 
sions with a single shot of her .45. 
Disappointing, I’m sure, but sometimes sac- 
rifices just have to be made. — Tim Royal 
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Panzer General Il 
SSI * www.ssionline * Requirements: 
Windows 95, 90 MHz Pentium or higher, 16 
MB RAM, 4X CD-ROM = Multiplayer: 2-4 play- 
ers, Internet, LAN, play-by-e-mail 
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“Magic: The Gathering is just what _ 
_ the Samite Healer ordered.” _ 
| Computer Games Strategy Plus, June ’9 
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PC Magazine, June '97 
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“...hard—core gamers will 
appreciate the flexibility offered in 
the computer version.” 

Newsweek, April '97 
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centuries, but only the 
pigeons knew its secret, 
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Close Combat: A Bridge Too Far 


Microsoft delivers a superb sequel Pap. 


mbitious is the term that best fits 
Close Combat: A Bridge Too Far. An 
evolutionary sequel to a revolution- 
ary game, Microsoft and Atomic Games 
weren't content to just package a new cam- 
paign and slap the Close Combat name on it. 
Their latest effort attempts to address every 
one of the criticisms of the original, and in 
doing so, A Bridge Too Far becomes a text- 
book example of not only how to do a 
sequel correctly, but to make an engrossing 
game as well. 

While the underlying engine remains rela- 
tively the same, nearly every other aspect of 
the game has been enhanced or improved. 
In terms of visuals, gone are the drab, tile- 
based maps of old. In their stead are some of 
the most beautiful maps ever to grace a 
wargame. Hand-drawn and in 16-bit color, 
maps of Holland never looked so good. The 
slow scrolling and pixel-heavy zoom-in 
views of the original are also a memory, and 
welcome additions include features such as 
terrain elevations and multi-story buildings. 
During the tactical portions of the game, the 
battlefield comes alive with sight and sound. 
Each weapon has its own distinctive sound, 
and units and vehicles are animated well. 

Graphics aside, the gameplay’s the thing 
and at that, A Bridge Too Far excels. While 
some grognards complain about its real-time 
nature, the Close Combat engine is superb in 
simulating combat. Not the artificial, turn- 
based kind, but the combat that erupts in 
real-time, when decisions must be made 
under stress and duress. To keep the game 
from degenerating into a Clone & Conquer 
melee, where mindless drones march 


Look Ma! No heavy pixelation this time as the zoom-in view shows U.S. para- 
troops crawling forward 
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unquestionably to their deaths, / = are HE , 


the game uses psychological 

models of each individual soldier 

to guarantee that they act - and more 
importantly, react — as humanly as possible. 
The simple and intuitive interface shields the 
players from the considerably large number 
of calculations that the game performs each 
second. In many ways, A Bridge Too Far is as 
much a simulator as it is a wargame. 

Atomic doesn’t shy away from putting SS 
units in the game (they did play a critical role 
in Market Garden), and in addition to British 
and American forces, the Polish airborne 
show up as well. However, even with the 
plethora of new units and vehicles (flame- 
thrower teams are particularly welcome), 
you're still limited to what's on the map — 
there is no off-board artillery or air support 
to call in. 

Players must still seize victory squares and 
inflict as much malice on the enemy as possi- 
ble. A new twist in bridge battles is the count- 
down timer — take too long to secure the 
bridge as the Allies and you risk having it 
blown up in your face. Don’t hold out long 
enough to wire the bridge as the Germans and 
you're likely to give the Allies a chance to cross 
the river, feet dry. The time element lends a 
whole new urgency to battles as cautious tac- 
tics are thrown over for desperate gambles. 

The Al is fairly strong, and knows how to 
sneak units around flanks and counter-attack. 
More importantly, the static tactics of the 
Original game (which made it easy to sit back 
and do relatively nothing) no longer work 
here. Sit still in one position for too long and 
you're liable to pay for it. Combat is fluid and, 
in the confined 
spaces of towns 
and villages, very 
bloody. 
Combined-arms 
tactics area 
must, especially 
on the offensive. 
On the other 
hand, defense in 
depth is the 
order of the day 
when you've got 
to hold out. 

Overlaid upon 
the individual 
battles are the 
operational por- 
tions of the 
game. Because it 
is mainly a tacti- 
cal wargame, A 
Bridge Too Far 
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Face-off at the Nijmegen Bridge. The zoom-out 
view is useful for gauging the tactical situation 


With a Panzer to the left, a Panzer to the right, 
and a Panzer in front, the Airborne unit holed 
up in Schtule’s Farm is in trouble 


won't give you the type of control a dedicated 


strategy game would at this level. For exam- 
ple, you won't be able to choose where your 
battalions are deployed or where the battles 
will take place. Rather, the strategic considera- 
tions of the game deal mainly with resource 
allocation and supply. The map is divided into 
three sectors, and the game can be played 
through a number of different campaigns and 
operations. Though when playing the Grand 
Campaign, it’s difficult to gauge the overall 
Strategic situation as the game jumps 
between different battles in different sectors. 

There’s also something to be said for 
Microsoft's influence as well; from the well- 
written and informative manual to the quali- 
ty production values (save for the hideous 
box art), there is very little not to like about 
this game. Market-Garden may have been 
too ambitious-—A Bridge Too Far is ambitious 
enough.—Jason Ocampo 


Close Combat: A Bridge Too Far 
Microsoft * www.microsoft.com * 
Requirements: Windows 95, 90 MHz 
Pentium or higher, 16MB of RAM, 4X CD- 
ROM; MacOS, System 7.5, PowerMac, 16 MB 
of RAM, 4X CD-ROM » Multiplayer: 2 players, 
Internet, LAN, modem, serial 
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Sherman. This turn-based follow-up TEER ESS IerE Camegien 


Tennessee Comparen 


to Robert E. Lee: Civil War General fea- 
tures an expanded interface, more 
advanced rules, and cleaner play. 
With its first foray into the generals 
of the Civil War, Sierra left the battle- 
field a little bare, covering only seven 
battles and a single Confederate 
campaign. With the sequel, however, 
the battles are all-encompassing, 
with scenarios covering both sides of 
the war over the entire geographical 
region. Civil War Generals 2 is the 
game the original should have been. 

As its name implies, generals are the key 
element in the game, commanding subordi- 
nates at the brigade and regiment level. This 
element sets it apart from a standard 
wargame, with much of the emphasis on unit 
morale and re-supply as well as normal battle 
tactics. Battles are limited to a set number of 
turns, with morale wins and the holding of 
key hexes or defeat of key units the basis for 
victory or defeat. In campaign play units 
progress from battle to battle, adding replace- 
ments for the killed or injured; the player is 
even given options to upgrade units’ 
weapons or transfer officers. 

Playing the original was almost a chore; 
some of this “work” has been removed in the 
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Weloome, General. 


To get started, 

Setect «a campaign from the Campaign list. 

Choose which army you will command by clicking on a flag. 

Press the Options button to set game options prior to plas. 
en our selections are complete, press start to begin. 


Campaign menu 


sequel, making it a more pleasing experience. 
An undo feature, sorely lacking from the origi- 
nal, now graces the interface, though rightly 
working only when moving or making forma- 
tion changes. The map has an added zoom 
option that makes it much easier to recognize 
your units and check the field of battle. The 
addition of new units adds immensely to the 
game as well. Engineers now built bridges or 
destroy forts, gunboats cruise the waterways, 
and horse artillery join the forces. Forts guard 
key locations while swamps and oceans add 
variety to the landscape. 

What really sets this apart from the original, 
however, are the actual battles. From naval 
warfare at Vicksburg to heavy fighting in 
Atlanta any region may be contested with the 
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Scenario editor 


choice of Union or Confederate sides. Besides 
the 40+ scenarios taken straight from history 
over 150 alternate-history battles may also be 
waged. The 17 campaigns range from the 
entire Civil War to specific areas (Shiloh or The 
Wilderness) or even entire fronts (Western 
and Eastern). Also included is a full-featured 
scenario editor to either create your own his- 
torical battles or bring the Civil War to your 
hometown. 

Gameplay has been improved with more 
realistic rules. Victory locations, a nebulous 
concept in the original, now appear on the 
map and show the areas that are vital to 
either side. Rules have been fortified during 
combat by adding “zones of control,” pre- 
venting unrealistic disengagement when 
enemy units are nearby. Indirect fire for cer- 
tain artillery and additional rules for the new 
units make this a more complex game, but 
still playable for beginners. The Al is much 
improved and should give the hard-core 
wargamer a better challenge. 

Though many of the problems inherent in 
the original game have been fixed there are 
still some minor annoyances that detract from 
the game. It would be nice if the results win- 
dow after a battle would show the names of 
the units that had actually fought. In large 
scale battles the overland map consumes too 
much screen space (an 800x600 screen reso- 
lution would be perfect for this game). A tuto- 
rial video is included, but it’s way too short 
and imparts only limited information, raising 
the question of why they bothered with it. 
The play-by-email function is not in the initial 
release, but according to the README file 
Sierra is working on a patch that will be on 
their web site soon. 

For anyone interested in gaming the Civil 
War, Civil War Generals 2 has all the right 
ingredients: multimedia references, good 
graphics, multiplayer capability and a vast 
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General Lee’s troops advancing on 
Washington D.C. 


FA Ras or 


Battle in the forests of Tennessee at Shiloh 


array of battles. Though still a little on the 
weak side for a master tactician, there is 
marked improvement from the original and it 
should appeal to most wargamers. So limber 
up the artillery, saddle the horses, pack your 
rifles and head to war. —Jim Pedicord 
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Civil War Generals 2: 

Grant, Lee & Sherman 

Sierra * www.sierra.com * Requirements: 
Windows, 486/66 or higher, 16MB RAM, 2X 
CD ROM * Multiplayer: 2 players, Internet, 
LAN, modem, hotseat 
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Constructor 


Solid construction with a few bent nails 


hink you've got what it takes to be a 
successful real estate developer? [nod 
your head, tough guy] Then take 
charge of a work gang, money, a plot of land 
and aspire to greatness! Constructor, devel- 
oped by System 3 and published by Acclaim, 
has the “look and feel” of a Bullfrog, Theme- 
type game with its funny, cartoonish, con- 
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struction-oriented gameplay. There’s a bin- 
load of social commentary, poking fun of 
stereotypes about hippies, tenants, and local 
government; throw in a generous selection 
of ominous characters like nasty clowns, 
ghosts, crooks, psychos, mobsters, Mr. Fixit 
(let’s just say his fix-it skills are similar to Tim 
Allen's of Home Improvement) and things get 
pretty crazy. 

The gameplay is similar to real time strate- 
gy games - you've got units with experience 
and damage levels, resources (wood, 
cement, brick, steel), and plenty of construc- 
tion. The first thing you notice are scurrying 
people, walking in awkward 90 degree 
angles. Quickly getting beyond that, you sur- 
vey the zany atmosphere - it’s fun to watch 
urban activity. Tenants, for example, might 
include little Junior picking his nose and 
someone practicing karate in his yard. 

The interface is colorful, lively, and quite 
functional, making it unlikely you'll need to 
peck at the keyboard. However, more infor- 
mation could have been placed on the main 
screen. More than one zoom mode would 
have been useful - there is a full map view 
but something in between would have been 
nice. The game’s graphics are very good, 
accompanied by quality sound effects. 

It’s truly sadistic enjoyment to make your 
opponent miserable. Let's see...you can 
harass, scare, beat, and kill his tenants, steal 
from them, set their houses of fire, capture 
buildings, build on his property, and force 
his people to dance to your hippie music 
(even when they have better things to do)! 
Keep in mind, these actions can (and will) be 
reciprocated 
by your 
bloody rude 
opponent. 

Don't dis- 
miss tenants 
and council 
members 
because they 
can make or 
break you. 
The council 
adds to the 
game but 
there should 
be more vari- 
ety and ran- 
domness in 
council 
demands. As 
it is now, the 
missions are 
scripted — 
doing X sets 


ammeter enanm | 


off Y. Yes, this makes it easier for play-balanc- 
ing but isn’t too exciting after a while. As for 
the tenants, they are an assorted bunch with 
one similarity - complaints. Some complaints 
are funny: “My neighbor’s got a problem — 
like his house is on fire -and the smoke is 
Starting to bother me!” You could evict the 
tenant but some curmudgeons occasionally 
refuse to leave and won't pay rent. 

You're not going to learn much from the 
Quick Start tutorial in the manual but it fulfills 
its purpose for novice gamers. It’s a tribute to 
the interface and game design that most 
gamers can probably muddle through with- 
out consulting the manual, but some nagging 
questions will force you to keep it handy. 
Although there could be more screen shots 
and detail in the manual, it’s surprising to find 
a few pages of charts at least at the end. 

A few annoying splinters stick into you 
during the game. One, the repairmen you 
hire do not alter their rounds to put out a 
fire — you may have to repair it manually. Be 
diligent about this because once a single 
explosion took out more than half a city, 
screams and smoldering bodies everywhere 
(time to reload that last save!). Two, often- 
times there’s just too much going on, mak- 
ing it frustratingly difficult to be on top of 
everything. Three, the combat options are 
extremely basic (move and fight) and it’s 
tough to pull out a dying worker in the mid- 
dle of melee. 

Constructor can be played on a network, 
modem, or direct link by up to four human 
or computer opponents. Three difficulty lev- 
els are provided along with various maps. 
The Al is competent and provides a good 
overall challenge. However, it sometimes 
ignores your takeover efforts and does not 
pursue your units actively. 

Although having much in common with 
other real time strategy games, Constructor 
brings a refreshing perspective to the 
theme. Long term playability is questionable 
because of predictable council missions, lim- 
ited number of main missions and maps, 
and lack of built-in scenarios. With that said, 
Constructor provides hell-raising antics and 
buffoonery. Oh, and don’t forget to wear 
your hard hat! —Michael Bowen 


Constructor 

Acclaim * www.acclaimnation.com * 
Requirements: DOS, 486/66 or higher, 8MB 
RAM, 4X CD-ROM; Windows95, 75MHz 
Pentium or higher, 16MB RAM, 2X CD-ROM + 
Multiplayer: 2-4 players, LAN, modem, serial 
connect 


NOW 
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Buccaneer 


Swashbuckling fun in the best tradition of Pirates 


aiding the 

Caribbean on the 

computer has 
been dominated by the 
game Pirates since most 
of us were gaming on 
Apple || computers. There 
have been many failed 
attempts to improve 
upon that game. 
Buccaneer succeeds in 
bringing a long needed, 
entertaining update to 
flying the Jolly Roger. 

Buccanneer allows 

players to engage ina 
campaign game, ship-to- 
ship engagements, or 
multiplayer combat. The 
campaign game 
expands on the standard 


A man and his gun; the bigger, the better 


guns yourself. 

Realism aside, combat is rather fun. 
Players will take guilty pleasure in 
going to the gun-deck and pounding 
cannon shots into their unfortunate 


prey. Multiplayer encounters are essen- Ex OD er cence 


tially Buccaneer “deathmatches,” with Ni L Nn G G 4 C 
ship-to-ship combat only. 
The game is a bit touchy with various 


video-cards and drivers. Owners of a t U O Uf d es i | 
Hercules Stingray 128/3D cards will have 


problems with the game. Hopefully a 
patch will correct these glitches. 
Despite these quibbles, Buccaneer is 


If you look closely you can see ant-like sailors climbing worth a look to those longing to live 
the rigging to unfurl the sails the life of a rogue in the West Indies. 


—Chuck Klimushyn 


formula of the genre by allowing the player 
to pick one of six characters, each with a sep- 
arate storyline. All the individuals have their 
own subplots and branching storylines with 
mutiple endings, and you'll attempt to trade 
goods, keep crew morale from reaching 
mutinous levels, and build a reputation. In 
port, veteran pirates will be right at home. 
The usual options of visiting pubs, supply 
houses, shipyards, and meddling governors 
are all present. 

Combat is the mainstay of the game. The 
sailing vessels are beautifully rendered, 
though the battles are definitely arcade-ori- [iM ‘i 
ented. The ships seem to be moving at sixty —_tn6 Caribbean is 
knots and respond like PT boats (thankfully, 
there is an option to slow down the action). 
Reload rates will make you think someone 


eecvreten Fees oe 


yours to plunder 


invented and installed “gattling-cannons” on {f Buccaneer vistt your Local retatler or cal 
your ship. While you can’t pick various shot = SSI *www.ssionline.com * Requirements: iB a ) = 7 8 Tice 53.5 Bax, 
types, you can target hull, masts or sails m Windows 95, 120 MHz Pentium, 16MB, 4X CD- 

specifically. You also have the option of = ROM: Mutliplayer: 2-4 players, Internet, LAN, to order a copy today! 


going to the gun-deck to handle the long B modem, serial 


INTRODUCING THE FIRST GAME YOU CAN PLAY WITH THIS JOYSTICK. 
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play it on zone.com 


CONTENT RATED BY 
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BETTER GRAB YOUR LIGHTSABER. JEDI KNIGHT™: 
DARK FORCES® 11 CONFRONTS YOU WITH THE 


JOYS OF JEDI KNIGHTHOOD. INTER-GALACTIC 
ASSASSINS ABOUND ON SINGLE AND MULTI-PLAYER 3-D 


LEVELS, EACH WITH THE SINGULAR INTENT OF PUTTING | jaw ganenie’ oe neni 


YOUR SKULL ON A STICK. AND THERE'S NO JOY IN THAT. DARK FORCES Il— 


©1997 Lucasfilm Ltd. All Rights Reserved. Star Wars, Dark Forces and the LucasArts logo are registered trademarks, and Jedi Knight is a trademark of Lucasfilm Ltd., used under authorization. 
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Waterworld 


Blub... blub... blub... 


nterplay deserves critical 
‘ acclaim for bringing the 

authentic feel of an empty 
movie theater right to computer 
desks everywhere with 
Waterworld. The game mixes the 
premiere tactical elements of 
Jagged Alliance with the depth and 
complexity of Homey D. Clown. The 
cut scenes feature some of the 
most available talent in 
Hollywood. They ponder, they 
wander, they even don native 
headdress (though with visible dis- 
comfort). 

Let's see. Oh yea, the good 


points. The mission briefings feature decent 


narration and a pictorial representation of 
objectives. Hot keys help prioritize and 


coordinate squads into manageable groups. 


Now for the bad. Information about 
weapons and items remains out of reach 
when it’s most needed. The trading screen 
fails to show prices. Lucky gamers click an 
item, listen to the annoying buzzer and see a 


quick glimpse of the price. Didn’t catch it? No 


Red Alert - 


The end of the tank rush? 


henever a game is a hit, it usually 
W has an expansion pack. So if a 
game has two expansion packs, 


does it mean the game is a major hit? It 
could — or it could mean that the second 
add-on merely fixes the shortcoming of the 


first. Such is the case with the latest addition 


to the Command & Conquer epic: Aftermath. 
The biggest complaint people had about 
Counterstrike, Red Alert's other expansion 
pack, was the inability to use new units in 
multiplayer games. With the gaming indus- 
try becoming more and more Internet ori- 
ented, this was a serious disappointment to 
many Red Alert players. That criticism has 
been addressed in Aftermath — all units are 


multiplayer capable. Gamers now can send a 


nuclear-armed Demolition truck or jump a 
Chronotank into the middle of an enemy 
base. Shock Troopers carry miniature Tesla 
coils and there is a field mechanic to repair 
damaged vehicles. So, with new units to 
alter the balance of the game, are the days 
of tank rushing finally at an end? 

Almost, but not quite. The new units are 
expensive and slow to build; they simply 


COMPUTER GAMES 


Prices? Naw, we don’t need no stinkin’ prices 


dead computer enemies. 

In a brilliant stroke to prove just how hip 
game designers can be, almost every squad 
member screams “BITCHIN!” when clicked on. 
Click to attack a Smoker. “BITCHIN!” Click to 
grab an unidentified object of unimaginable 
worth. “BITCHIN!” Click to throw the lever on 
the amazing and futuristic Ronco Water 
Weasel. “BITCHIN!” Imagine educational com- 
panies relaying such profound literary expres- 
sion in the next Freddi Fish installment. 

Waterworld deserves a spot on your shelf. 
Any title next to it instantly looks great. Its 
inspiring prose outperforms the average 
junior high school yearbook. It might not be 
your destination, but this “dry land” has all it 
needs to be your next Destiny. If for no other 
reason, buy it to preserve its constitutional 
right to be “BITCHIN!” —Tim Royal 


problem. Click again, and look faster this time. 
The game transpires in double time. With 
a stopwatch in hand and no human interfer- 
ence, one particular mission ended in failure 
in exactly 5.3 seconds. Stripped of any tacti- 
cal coherency at this rushed pace, managing 
troops forks off into two directions: Make a 
giant group and shuffle them around the 
decks, or split squads off, post them high 
above, and watch them slaughter the brain 


Aftermath 


aXe kekeXs 


Waterworld 

Interplay * www.interplay.com * 
Requirements: DOS, 9OMHz Pentium, 16MB 
RAM, 2X CD-ROM + Multiplayer: None 


aren't as cost-effective 
as the good old medi- 
um tank... with a few 
possible exceptions. 
The introduction of an 
infantry unit, the Shock 
Trooper, that can’t be 
run over by tracked 
vehicles is good; tanks 
are ineffective against 
it. The player who build 
a bunch of tanks early 
in the game and attacks 
will still probably win, 
but longer games may 
give rise to serious use 
of new units. Another improvement to multi- 
player is the introduction of enormous maps, 
cleverly called Mega Maps. Players can start 
extremely far apart, setting the stage for a 
completely different kind of battle. 

While there are some improvements to 
multiplayer, the single-player end of things 
is pretty weak. There are 18 new missions, 
but there is no plot line to string them 
together. Aftermath offers some nice addi- 


Demolition Trucks can wreak havoc in an enemy base - if you can get 
one there 


tions, but may not be for those without 
human opponents. —Ryan Brush 


KK KK 


Command & Conquer: Red Alert— 
Aftermath 

Westwood Studios * www.westwood.com * 
Requirements: Command & Conquer: 

Red Alert 


CONQUER THE LARGEST 
GAME ENVIRONMENT EVER 


SIMULTANEOUS LAND AND 
SPACE COMBAT — A FIRST IN 
ANY STRATEGY. GAME 


INDIGENOUS LIFEFORMS THAT 
PESTER AND ROB RESOURCES 
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CONTROL THE UNIVERSE, THE SIZE OF THE 
GALAKY, THE HUMBER AND SIZE OF THE 


PLANETS, TERRAIN TYPES, LIFEFORMS 
AND WEATHER CONDITIONS 


ENERGY 
SALLIsrre 
SHIELOS 
NOT PRESENT 
INTEGRITY 


MOTHER SHIPS CARRY 
COLONISTS, RESOURCES 
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-USCE Chess includes 


in the USCE | 


* Adjustable computer : | 


and modem play Serer 


Coming this November. 
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; www.inter p lay.com 
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Cheat Thrills 


The War of the Engines® 


The War of the Engines— Quake 2 Test vs. Jedi Knight 


great wars between the Quake II Test and 

Jedi Knight, perhaps quoting some of the 
combatants in what may very well be the 
War of the Roses for the 90s. But after pour- 
ing through maybe a thousand online mes- 
sages, it suddenly struck me — | don’t have a 
clue what these people are arguing about. 

When did engines become the story 
rather than the game design? When did 
gameplay become secondary to polygon- 
pushing? When did native 3Dfx vs. Direct3D 
become more important than more-of-the- 
same vs. innovation? Just why do people 
play 3D action games anymore? To enjoy a 


( was all set to write a column about the 


CHEATER 


From the console, accessed in solo games 


beautifully designed level or marvel at col- 
ored lighting? 

I'm as impressed as anyone by technical 
innovation — much of the praise directed at 
Quake when it was reviewed was reserved 
for that aspect of the game. But a game like 
Tomb Raider is a superior game not because 
of its technology, which is decidedly inferior 
to Quake’s, but because of its gameplay. 

Rather than get into an argument over 
Jedi Knight vs. Quake II vs. Tomb Raider vs. 
Tomb Raider 2, let's open the floor to what 
you, the readers, are interested in seeing in 
your games. I'll give you some of my own 
thoughts. | don’t want technical innovation 


at the expense of gameplay. You can keep 
your lens flares and colored lighting effects 
if they negatively impact my frame rate or 
add nothing to gameplay (both could 
enhance a game if used correctly, but most 
implementations are done just for their 
“cool” factor). I'd love to see better Al for 
bad guys, more interesting multiplayer 
options (c'mon, another deathmatch?), a 
weapon that’s not a shotgun, defensive 
gameplay options (the tripwire in Duke 
Nukem 3D was a good start - more of that 
kind of stuff), traps, lots of interactivity with 
the environment, interesting plots and all 
sorts of other nifty features. Level designs 
and sound effects are already pretty good 
for most games, so work on some of the sec- 
ondary elements. Basically, the little things 
that tend to make or break games. 

Of course you're sitting there going, “Well 
duh. Of course you want gameplay. That’s 
what we all want.” Well, reading some of 
those messages from people saying they 
hate Jedi Knight because it has “lame” explo- 
sions leaves me wondering. 

So let’s hear it. What do you want to see 
in your upcoming games? Is there any 3D 
action game you’re particularly looking for- 
ward to because it innovates in some area? 
Operators are standing by at 
sbauman@cdmag.com. —Steve Bauman 


by pressing <T>, type: 
THEREISNOTRY Skip level 
WHITEFLAG Disable Al* 
DEEZNUTS Increase force level 
ERIAMJH_ Fly 

JEDIWANNABE God mode* 

REDS All weapons 
WAMPRAT All items 

YODAJAMMIES Increase mana ' 

RACCOONKING Super Jedi At any time, press <T> and type: 
IMAYODA Master light Jedi SWCHAN God mode 
SITHLORD Dark Jedi SWGIMME_ All items 

5858LVR All map SWGREED All cheats 
SLOWMO_ Slow motion* SWSAVE Saves map to disk 
PINOTNOIR Restart level* SWTREKxy Warp to episode X, level Y 
*Follow up the code with a 0 for off, or a 1 for on. SWRES Change resolution 
SWSTART Restart level 
Take No Prisoners _ SWGHOST No clipping 
From the console, which can be accessed amie sae cares 
Eg hy oe Nee WINPACHINKO What is says 
JUGGERNAUT God mode SWNAME_ Change your name in multiplayer 
WRAITH Noclipping SWLOC Framerate 
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Six Feet of incognito. 


DAMEN “DEMON” RUSH 
SPECIALTY: COVERT OPERATIONS 


www.vigilance.com 


Take No Prisoners 


Duke Nukem returns to 2D 


Taking out Rhoid 


rom its wasteland-esque setting to 

the “man of few words” monosyllab- 

ic grunts of the principle character 
Slade, Take No Prisoners shamelessly copies 
Duke Nukem. That it manages to succeed 
despite revisiting a tired formula is a testa- 
ment to the mimicry skills of developer 
Raven Software, whose Heretic and Hexen 
managed to re-do id Software’s games 
and make them feel new and unique. 

The setting is San Antonio, TX, reduced 
to one of those typical post-nuclear waste- 
lands full of the usual assortment of reli- 
gious zealots, nerds and yuppies. OK, so 
being attacked by guys in tennis outfits 
practicing their lobbing technique using 
grenades while saying “my serve” is some- 
what unique. 

The wisp of a story is told through an 
opening and closing cut scene and the 
logs of various people you'll kill during the 
course of the game. The overall goal is to 


Dude, like, you'll find Biff inside. Totally 


break into a protective 
dome and retrieve the 
crystal that powers it - 
what you choose to do 
with it determines which 
of the two ending cut- 
scenes you get to watch. 
The fundamental game- 
play is identical to every 
other 3D shooter currently 
on the market, only Take 
No Prisoners eschews the 
fashionable first-person 3D 
for a top-down view of the 
action. While the view- 
point limits your view of 
distant objects and enemies, it allows you 
to manage attacks from all directions. It’s 
too bad Raven didn't take this to the next 
level, offering true line-of-sight so you 
could only see things you were facing. 
The 2D sprite-based characters are a bit 
bland looking but the environments them- 
selves, rendered in 3D, are exceptionally 
well-detailed. Unfortunately, it comes at a 
price — the engine, developed in-house by 
Raven and supporting Direct3D, is sluggish 
on a 133MHz Pentium with a 3Dfx card. 
Perhaps it’s Direct3D that’s causing the 
mediocre performance, but there is a cer- 
tain bit of irony that a 3D game made to 
look like a top-down 2D game turns out to 
be slower than a true-3D game like Quake. 
As with Raven's other games, Take No 
Prisoners doesn't use the “go through 
level, press button to advance” paradigm. 
Instead, you can travel between 20 differ- 
ent locations (levels) via rail, sewer boats, 


Eee 


Torching the bad guys 


or trucks. You'll occasionally have to discover 
passwords or solve puzzles to enable vehicles 
that travel to other locations. While the game 
feels non-linear, you have to do certain things 
in a certain order. The overall structure of the 
game occasionally makes it suffer from the 
“wandering gamer” syndrome - you'll often 
find yourself traveling from location to loca- 
tion trying to figure out what to do next. 

In keeping with the game’s Duke Nukem 
approach, almost every item in the game can 
be destroyed. See that chair in the office? 
Blow it up. Did that toilet give you a funny 
look? Blow it up. Was that plant talking about 
you behind your back? Blow it up. Glass 
breaks, piles of garbage turn into smaller piles 
of garbage, wood explodes into tiny tooth- 
picks, and holes appear in walls (usually 
uncovering secret areas for extra goodies). 
Mass destruction is great fun, 
and as silly as it may seem, adds 
a lot to the game’s appeal. 

Also helping things along are 
vehicles and devices you can 
control. You can drive cars 
around, pilot sewer jet skis (or 
something like that) and fly 
around in hover cars armed with 
lasers and plasma launchers 
(great fun at parties). The game 
is quite violent, with more squirt- 
ing blood and exploding bodies 
than the more “controversial” 
Postal. The weapon selection is 
fairly standard, ranging from 
shotguns to flamethrowers to rocket launch- 
ers to a special weapon that can only be used 
at the very end of the game. 

The game supports a number of interesting 
multiplayer modes, from “capture the flag” to 
“assassin,” where each player is assigned 
another to kill. Most of the games are playable 
over the Internet via the Red Orb Zone, but a 


lack of available online players kept this fea- 
ture from being tested. 

While the performance issues and the 
occasional visual glitch or stuck character 
occasionally scream “contractual obligation” 
(Raven was purchased by Activision before 
completing the game for Red Orb), Take No 
Prisoners gets better the more you play it. It 
has that odd “I gotta finish it” feeling that all 
good action games have, constantly pushing 
you to the end even when you know the 
story payoff is likely to be lame. The real pay- 
off is newer, better environments to explore 
(the MastaMall is particularly amusing) and 
the gratification of completing a well- 
designed game. While it may be overlooked 
sitting next to copies of Jedi Knight and 
Quake II, Take No Prisoners is definitely worth 
capturing. —Steve Bauman 


Yuppies. | hate those guys 
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Take No Prisoners 

Red Orb Entertainment * www.takenoprison- 
ers.com * Requirements: Windows 95, 
100MHz Pentium or higher, 16MB of RAM, 4X 
CD-ROM * Multiplayer: 2-8 players, Internet (2 
players), LAN, modem, serial 
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Now you see him. 
Usually you don't. 


ALEXANDER “CHECKMATE” BISHOP 
SPECIALITY: STEAL EA 


WWWw.vigilance.com 


A baffling string of horrific serial 


murders. A shadowy brotherhood in 


F % 
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pursuit of unimaginable power. 


enya EE, 


An unholy ritual revived from the dark 
and distant past. This is Black Dahlia; 


America’s most sensational unsolved 


murder case, now a haunting adventure 


of occult mystery. 


e From the creators of Ripper, a superb storyline inspired by actual events. 

e A stunningly rendered, amazingly real 3-Dimensional game world that 
includes over 70 locations on two continents. 

e More than 60 challenging and seamlessly integrated puzzles. 


e A unique interface which immerses you in the ultimate adventure game experience. 


e An outstanding cast of professional actors starring Dennis Hopper, Jee 6 


Teri Garr and Darren Eliker. www.bdahlia.com 


©1997 Black Dahlia and the Take 2 logo are registered trademarks of Take-Two Interactive Software, Inc. All rights. reserved. 
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Postal 


Guilty of utter mediocrity 


e live in a deeply cynical world, 
one where a desire to live a public 
life drives us to extremes. From 


daytime talk-shows to reality television, 
what was shocking yesterday becomes the 
mundane after repeated viewings. 

Postal reaches new highs, or lows, in its 
attempts at courting controversy and shock- 
ing gamers. It’s positioned itself as a daring 
piece of software by renegade developers, 
and the mainstream press became unwit- 
ting accomplices in the media event of 
1997, the Postal World Tour™. But stripped 
of its hype, what’s most shocking about the 
game is its mediocrity. 

The story of a guy who loses it and starts 
killing everyone, Postal is an overhead shoot- 
ing game with hand-painted backgrounds 
and what appear to be sprite-based charac- 
ters. It’s not exactly cutting edge stuff, and 
attempts at adding transparent smoke and 
lighting effects has produced a game that 
really wants a 200MHz MMxX processor in 
order to drive a 2D 256 color game that 
scrolls in four directions. 

What the mainstream press has focused 


dices 


on is the violent content in Postal. 
Though it is violent, it’s only shock- 
ing to the person who’s never 
played Syndicate or Crusader: No 
Remorse or any of the other graphi- 
cally violent games that have 
graced our hard drives over the 
years. Which leaves you with the 
one daring thing in Postal - the 
sound. People beg for their lives, 
and for the first couple of levels, it is 
a bit disturbing. After that, though, 
the repetitive nature of these 
sounds effectively dulls their ability to shock. 

Once over the violence and sound you start 
to focus on the gameplay, and that’s when 
things start to go really bad. The controls are 
awkward and not particularly smooth, you can 
lose your character behind objects and build- 
ings and the environments aren't particularly 
interesting. All in all, it’s a boring game. 

But it'll sell a lot of copies because the 
makers know what we want. We want con- 
troversy. We want things that are forbidden, 
that are bad for us. But Postal ultimately isn’t 
controversial, and those looking to blame it 


“76 trombones led the big parade...” 


for society’s ills are missing the point. It’s not 
guilty of ruining society — it’s guilty of being 
a bad game. -Steve Bauman 


Postal 

Ripcord Games * www.ripcordgames.com * 
Requirements: Windows 95 or NT 4.0, 9OMHz 
Pentium, 16MB of RAM, 2X CD-ROM; MacOS, 
System 7.x, 1OOMHz PowerPC or higher, 
16MB of RAM, 2X CD-ROM * Multiplayer: 2- 
16 players, Internet, LAN, modem 


Virtua Fighter 2 


Sega strikes again with a smashing sequel 


jen 
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The once king of the coin-op fighters finally 
hits the PC 


+ 


fter Sega’s impressive translation of 
Virtua Fighter to the PC last year, 
their conversion of the sequel was 
highly anticipated. It's finally here and it is, 
for the most part, the same Virtua Fighter 2 
fighting fans have come to know and love 
over the last couple years. Given the dismal 
state of fighting games on the PC, Virtua 
Fighter 2, despite its age, is a welcome addi- 
tion to the genre. This has been since its 
inception one of the finest brawlers ever 
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The hard hitting action is still hard to beat 


made, and the solid playability is here as 
well, as it should be. 

The ten playable fighters are varied and 
colorful, and the game sports 1200 moves in 
total, which makes for a nice mix of button 
bashing and finesse. The problem with this 
conversion, and it’s a big one, is the lack of 
optimization for the PC. It does not support 
3D acceleration out of the box (a D3D patch 
should be out by now), and even on a 200 
MHz MMX Pentium sporting very solid 2D 


performance the game is not playable with 
all details maxed out. The original Virtua 
Fighter has similar performance, but it had a 
solid low-resolution mode for mid-range 
machines to use. Virtua Fighter 2 has no low- 
resolution options at all, only a choice 
between 8- or 16-bit color in 640x480 and 
an option to reduce the displayable screen 
area. However, the screen and window sizes 
aren't user definable, but offer merely a 
choice between small and even smaller. 

While it’s true this is a great fighting 
game, it’s not as great as it should be. Still, 
after tweaking things accordingly, the fight- 
ing action is rock solid, and with the D3D 
patch it may even be superior to the Sega 
Saturn version. —Jason D’Aprile 


Virtua Fighter 2 

Sega Entertainment * www.sega.com * 
Requirements: Windows 95, 9OMHz Pentium 
or higher, 16MB of RAM, 2X CD-ROM + 
Multiplayer: 2 players, Internet, LAN, 
modem, serial, hotseat 


Forced Alliance 


Ripcord’s latest definitely feels forced 


ow is just about the opportune time 
for anewcomer to break into the 
space combat field dominated by 
LucasArts and Origin. X-Wing vs. TIE Fighter's 
mainly multiplayer experience alienated 
many solo players while Privateer 2 turned 
out to be a shadow of the original. Thus, a 
well-made star fighter game should be able 
to stand out. Ripcord’s Forced Alliance: The 
Glarious Mandate, however, is not that game. 

Set in a future where humanity is battling 
two alien foes, the Voraptoid and the 
Marauders, you start the game as a cadet 
pilot in the Stellar Aviation Combat School 
and must work your way up the ranks. As 
you progress, you'll find yourself involved in 
a plot full of intrigue and mystery. The 
amount of freedom you have in missions is 
considerable as you can choose how the 
mission (and the game itself) will unfold. But 
sometimes this backfires, as suddenly you'll 
be offered choices that seem to come out of 
left field (do you destroy that Voraptoid 
freighter or defect?). 


Yet this is the least of Forced Alliance's 
problems, as the overall effort is crippled by 


poor graphics, game crashing bugs, and dis- 
appointing gameplay. Considering the game 
has support for 3Dfx cards (albeit very tem- 
peramental support), the graphics are aston- 
ishingly bad. The engine feels like it might 
have been state-of-the-art three years ago, 
and at times seems more VGA than SVGA. 
Ships and fighters are an eclectic amalgama- 
tion of Wing Commander, Star Trek and 
Babylon 5 styles, but the game is so dark and 
murky, it’s hard to discern the details on any 
of them. 

Graphics can be forgiven, but gameplay 
can’t. Space combat basically comes down 
to furballs that are so close-in that dogfight- 
ing is relatively pointless. The computer-con- 
trolled ships will often pound the daylights 
out of you before you even get a chance to 
engage them. 

Then there are the bugs and other quirks 
that ruin the game. On two different 
machines, the game would suddenly shut 
down as a mission ended. Or depending on 
the phase of the moon, you may or may not 
have to use the 3Dfx fix in the graphics 
option to get your card to work right. Or 
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If you defect, you'll find yourself taking orders 
from the Voraptoid 


there are times when you watch your wing- 
men fly through solid objects, such as space 
Stations. By then, you quickly get the feeling 
Forced Alliance isn't the only thing forced in 

this title. Jason Ocampo 


Forced Alliance: The Glarious Mandate 
Ripcord Games * www.ripcord.com * 
Requirements: Windows 95, 486DX-100 or 


higher, 16 MB RAM, 4X CD-ROM + 
Multiplayer: None 
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Sonic 3D Blast 


More of the blue rash for your PC 


onic is back. Again. This time in an 
almost true 3D environment with a 
nicely isometric overhead slant to his 


usual obnoxiously colorful world. Sonic 3D 
Blast is a conversion of the Saturn and 


Genesis game and is actually a surprisingly 
entertaining platform game; it manages to 
take the charm and simple playability of the 
2D series into a new 3D view. 


Oooo, fake 3D tunnel sequences are all the rage 


Once you get used to them, 
the controls are responsive, 
and the 21 levels are interest- 
ing and entertaining enough 
to romp through. Sega has also 
added PC-specific bonus 
rounds, though these “3D” tun- 
nel sequences aren't exactly 
awe-inspiring. The game sports 
an auto-save feature 
after finishing a level, 
a feature the console 
versions lacked. 

Graphically, Sonic 3D Blast is very 
attractive, with some excellent 
looking bits of level design spread 
across the various landscapes (jun- 
gles, iceworlds, forests, techno-city, 
and any other place where you can 
use bright and sometimes gaudy 
colors to good effect). The music is 
also nicely done and sound effects 
are, well, pretty much the same 
ones that Sonic games always use. 

Since the goal in each level is 
basically to free the cute little 


The evil and obese Dr. Robotnik is back to ravage the poor 
Flickies 


birdies of Flicky Island trapped inside of the 
still dastardly Dr. Robotnik’s bad, er, things, 
it’s perfect fare for the kids. For anyone else 
looking for a solidly entertaining and off- 
beat platform game, Sonic 3D Blast proves to 
be a good choice all around. —Jason D’Aprile 


Sonic 3D Blast 

Sega Entertainment * www.sega.com * 
Requirements: Windows 95, 75MHz Pentium 
or higher, 8MB of RAM, 2X CD-ROM » 
Multiplayer: None 


Mortal Kombat Trilogy 


More mortal mayhem to move to your machine 


dd another arcade conversion to the 
A growing list... well, in this case, a 

conversion of a console revamp of 
an arcade series. Mortal Kombat Trilogy is, for 
fans of the series, a really nifty idea — take all 
the characters and backdrops from all the 
previous Mortal Kombat games and put 
them into one huge brawlfest. Of course, it 
would be better if the Mortal Kombat games 
were particularly good to begin with — 
Sega's Fighters Megamix this ain't. 

Still, this is the best Kombat title to appear 
on the PC, if only due to its sheer bulk of 
fighting action and decent control pad sup- 
port. You can finally use two Microsoft 
Sidewinder or Gravis gamepads chained 
together for two-player competition. Also, 
despite gameplay that doesn’t have a leg to 
stand on compared to Street Fighter || or 
Virtua Fighter, there’s a decided fun factor 
here in the cheesy moves, fake blood and 
lame finishing moves. And some of the char- 
acters are actually quite distinctive (especial- 
ly since the bosses are playable). 

The biggest disappointment with Mortal 
Kombat Trilogy is the graphics. While they 
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puter, this is the best Mortal Kombat PC title yet 


aren't bad, the game only supports low-reso- 
lutions and is rather unrefined and fuzzy look- 
ing, thus taking away from the sharp, high 
quality look that the arcade machines always 
seemed to have. The sound effects and music, 
on the other hand, are quite good, giving the 
game solid “punch” in the audio department. 
If you want Mortal Kombat on your PC, this is 
the only one to get. Overall, it’s a solid conver- 
sion, even supporting network play, and while 
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All the brutal action of the consoles is here in this 
translation, if more than a tad on the fuzzy side 


more work should have gone into the graphics, 
it's not bad for what it is. Jason D’Aprile 


Mortal Kombat Trilogy 

GT Interactive * www.gtinteractive.com * 
Requirements: Windows 95, 9OMHz Pentium 
or higher, 16MB of RAM, 2X CD-ROM » 
Multiplayer: 2 players, LAN, same machine 


Pro-Pinball: Timeshock 


Machina ex machina 


ro-Pinball: Timeshock goes far beyond 

normal attempts at computer pinball 

by actually putting a pinball table in 
your computer, not just pinball-style game- 
play — it’s a true machine-in-the-machine. 
Empire has crafted its own true-to-life pinball 
table, and what a table it is. They built a 
super-detailed model on a Silicon Graphics 
workstation; while you usually can’t see it dur- 
ing gameplay, they've even modeled individ- 
ual rivets and realistic wiring. What this 
means for gameplay is an incredible visual 
and mechanical representation of a pinball 
table on your computer. 

Because of the detail, the game can support 
an amazing range of visual scales, from lowly 
640x480 at 256 colors on up to 1600x1200 at 
some 16 million colors (as if anyone has that 
kind of hardware). Tested at 800x600 on a 
133MHz Pentium (at 65,000 colors) and on a 
266MHz Pentium II (at 16 million colors), the 
gameplay remains fluid and the visuals 
extremely impressive. This is one of those pin- 
ball games where it is nearly impossible to stop 
applying “body English” — no dull gameplay 
here. Even the manual is a wonder, especially 


+ 


with its nine pages outlining, in step-by-step 
instructions, all the various actions you must 
complete to get the extra-special bonuses. 

Depending on your take on pinball, though, 
there are potential problems with the game. 
While it does it so well, the modeling of only a 
single table may not be enough for some 
gamers. Like all computer pinball games, it 
suffers from occasional problems of percep- 
tion; for example, the direct overhead view 
gives the clearest view of the ball but makes it 
very difficult to discern depth, while angled 
views help give depth cues but sometimes 
hide the ball (especially when it’s toward the 
back of the table). It would have been nice if 
the operator’s menus had been accessible via 
regular computer menus as well as the table’s 
dot matrix display. Lastly, the launcher is a 
new fangled, automatic one — hit the enter 
key and the ball is launched, with no control 
over speed like you get with the old-fash- 
ioned, spring-loaded variety. 

Criticisms aside, this is the best hardcore 
pinball game to come to gamers in a long 
time, if not ever. If you want lots of variety, this 
may not be the game for you, but “pinball wiz- 
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“Frenzy” is an understatement when you get 
multiple balls in play at once 


ards” shouldn't miss it. —Scott Udell 

[Note: The version reviewed is a boxed version 
that has shipped in Europe; Empire tells us it is 
identical to the one shipping in North America.] 


Pro-Pinball: Timeshock 

Empire Interactive * www.empire-us.com ° 
Requirements: DOS, Windows 95, 60 MHz 
Pentium, 8MB RAM (16 for Windows 95 
version), 2X CD-ROM « Multiplayer: 2-4 
players, hotseat 
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“Cozy little place you've got here.” 


Road to Nowhere 


Traditional gaming and the faceless table 


Come on. Admit it. No matter how 

many high tech toys we own, no mat- 
ter how sexy our home systems, no matter 
how geeky, wireheaded, notebook-toting, 
palmtop-pocketing, home-accounting- 
software-check-writing, Turbotaxing, 
downright techno-slick we make it a point 
to be, aren't there some things - even one 
thing — we wish had been left the heck 
alone? For me it’s toys and games that 
were not designed for the computer, 
which have been evolving to software 
state for some time now. After heavy cam- 
paigning, software state is up for being 
named as one of the states of matter, 
despite the spirited protests of solid, liq- 
uid and gas. 

At the time of this writing, Hasbro 
Interactive has released Pictionary and 
Boggle for the PC. Certainly not “the final 
Straw” that might cause shouts of, “No, 
not that! Is nothing sacred?,” it still gives 
one pause. AD&D table gamers have been 
very receptive to computer adaptation of 
their worlds, as have “traditional” table 
gamers. Both groups are missing the face 
to face contact and a number of other ele- 
ments from their games in the original 
form, but it seems that traditional game 
players and toy lovers are missing more. 
Role-playing is about stats, and story and 
glory... and much of that is available on 
the PC; but so much about the other 
broad segment of games is about tactile 
stimulation, about equipment, about... 
well, stuff. Let’s take a look at what you 
can’t get from PC versions of some of our 
classic favorites. 


i s there a splash of Luddite in all of us? 


Pictionary 

Breaking pencil points, miscounting spaces 
to cheat your way ahead, hundreds of paper 
scraps on the floor, a plastic timer to beat 
the last few grains of salt through, trashing 
the whole board if you're an immature sore 
loser. 


Scrabble 


Wooden racks with falling tiles, vowels lost 
forever under the forced air heating ele- 
ments, trashing the whole board if you're an 
immature sore loser. 


Monopoly 

Blue fifty dollar bills, pocketing five hun- 
dreds or short-changing your opponents as 
you pretend to be an honest banker, push- 
ing around the little metal shoe or top hat, 
running out of plastic hotels, trashing the 
whole board if you're an immature sore 
loser. 


WARNING: Before Playing, 
Notify Your Next of Kin. 


Finding the little candlestick under the 
refrigerator one day, watching your oppo- 
nents mark their logic charts, peeking at 
the cards before putting them into the 
secret envelope, the secret envelope itself, 
trashing... 


Battleship 

Moving your ships when the opponent gets 
close, the great blue plastic compartments, 
having the base-pegs of the ships fall off so 
that it won't plug into the board, chewing 
on the red and white pegs. 


Boggle 
Waking everyone in the neighborhood while 
you shake for the next game. 


Play-Doh 

(Who thought this was a good idea for the 
computer?) Smelling it, eating it, feeding it 
to the dog, putting it in your sister's hair, 
putting it in your own hair, finding bright 
pink crumbly clumps of it in the carpet, mix- 
ing all the colors until you have one big 
brown lump... getting depressed about that 
and really wishing you hadn't. 


Lego 
Hearing the gratifying “snap” of the pieces. 
Lego, however, is excepted from the “why?” 


ter than most of us 
ao no ira without the little plastic (or 


I ‘computer draws si a bit bet- 


group of toys due to its excellence as a CAD tool 
for mega-design by aspiring Lego architects. 


Mr. Potato Head 

Losing all of his ears, using real potatoes or 
other vegetables to make Mr. Rutabaga 
Head, Mr. Turnip Head or Mr. Spaghetti 
Squash Head. 


Barbie 

Cutting off all her hair, pulling off her arms, 
bending her flexible knees backwards, paint- 
ing on anatomically correct features with a 
magic marker. 


Although the computer versions of all of 
these have amazing enhancements and vari- 
ations, there are the above fabulous tidbits 
of experience that we are missing. In retro- 
spect, perhaps it’s not a terrible idea to have 
allowed these games into software state, as 
long as we sometimes get to play them 
across a real table, where we can see each 
other, and laugh and tease and punch and 
cheat and trash the board. Or hey, we can 
simply stare at the screen and become Mr. 
Ergonomically-enhanced-office-chair pota- 
toes... with our ears intact. —Cindy Yans 
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Unca digs deep into Dark Earth 


oaster flew back in October and talked 
Bashed, Battered, Bewildered, and me 
into celebrating Hallowfest, the climax 
of the liturgical year in the Wicca community. 
It is also Known as All Hallows’ Eve or 
Halloween in the real world. He’s been talking 
of becoming a white witch ever since he 
read Rosemary Edghill’s Bast novels. Bast is 

a modern-day witch who doubles as a 
part-time sleuth. | told him, “Who ever 

heard of a dragon becoming a witch!” 

He said, “Maybe it’s never been done 
before, but not every dragon looks like 
Humphrey Bogart, or is a hard-boiled pri- 
vate-eye, either.” He does look a lot like 
Bogart but he’s more of a soft-boiled 
crossing guard. Still, he does have a point. 
Since Wicca isn’t an organized religion, 
there’s no reason why even a dragon can’t 
be a white witch. 
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Hot & Not 
October was a great 
month for role-play- 
ing gamers, but 
slow for adventurers 
until the last week. 
Both Fallout and 
Lands of Lore Il com- 
peted for best role- 
playing game, while 
Ultima Online fin- 
ished beta testing 
and supplanted 
Diablo as the most popular multiplayer 
role-playing game. Broken Sword: The 
Smoking Mirror was the most popular new 
adventure game until Zork Grand Inquisitor 
and Riven were released. 


Dark Earth 


This intriguing new action/adventure game 
is a little tricky getting started. For one 
thing, it can only be saved in certain loca- 
tions. The player’s alter ego, Arkhan, has to 
pray to a plaque bearing the symbol of the 
Rahal; only then can the game be saved. 
Fortunately, there are several plaques in the 
game, including the one located in Arkhan’s 
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quarters where the player begins. It’s on the 
back wall of the alcove with a sink. 

After picking up the smoked meat, his 
sword and uniform, Arkhan should exit the 


room, turn right and go down the stairs. Past 


the fountain and two of his fellow Guardians 


’ 


Pray to the Rahal to save the game 


The stairs lead to the hub of the city, the back 
wall includes passageways to the balcony 


You stand to the left in front of the entrance 
to the Guardian barracks. Your father and 
Lory are standing on the land bridge leading 
to the hall you must guard 


Your fellow Guardian is waiting for you to 
help him guard the hall 


After you wake in the hospital you must kill 
the guard 


of Fire he can listen in on a conversation 
between his father and Lory and then follow 
them over the bridge. Waiting for him in 
front of the Council Chambers is another 
Guardian. The next scene happens automat- 
ically, the player only controls Arkhan briefly 
for two of the several battles before Arkhan 
is contaminated and blacks out. 

When Arkhan wakes as a partial 
Shankcreature he'll be forced to kill the 
guard that walks in. Be prepared. There is a 
Rahal plaque on the wall in the room. In the 
next room there is a potion to diminish 
Arkhan’s contamination and a healing vial. 
Save the potion until Arkhan really needs it. 


Don't go outside until Thanandar responds 
to Phedoria’s query from outside, “Is every- 
thing all right?” 

Outside and next door near the cacti is 
Rylsadhar’s house. Talk to him and Kalhi. 
After you're finished go to the main temple 


<_ and up the stairs through the door to the 


a: 


left and talk to Sesekan, and take the CD 
(the mirror from before) near the door. 
Go back to the Guardian of Fire barracks, 
past the guards and fountains and up 
the stairs. 

Around the railing is a doorway to the 
balcony. To the left is the prison and to 
the right is Bogdarans laboratory. Visit 
Bogdaran first. Go up the stairs and take 
the key and use it to open the trunk 
downstairs. Take the uniform, go to the 
prison, kill the guard, take his keys, and 
open the gate. Give the uniform to Kalhi. 


Follow her closely 
and she will take 
you past the bar- 
racks guards. When 
she talks to the 
guard guarding the 
lower city platform, 
hide behind the 
cart. Ride the plat- 
form down to the 
lower city. To acti- 
vate it, face the red 
control handles. 
After you find the tavern where Delia works 
in the lower city, go to the bridge and jump 
in the water to fight Soros and Thandar in 
their hideout. 

Generally, every item you find in the 
game is useful, somewhere. A flask of Stohll 
(the Spartan equivalent of a pint of moon- 
shine) will put the Konkalite guard to sleep. 
The smoked meat will bribe your way past 
the guard in front of the Builder's Palace. 

You may have to use the Special Attack 
Move in order to win some of the tougher 
battles in the game. Be careful of using it too 
often. It increases the rate of Arkhan’s conta- 
mination. —Andy Backer 
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‘HEAVY GEAR’ Pilot one of 16 Heavy Gear war 0 
machines, as well as Striders and other armored vehi- TITLE RELEASE PRICE TITLE RELEASE PRICE TiTLe RELEASE PRICE TITLE RELEASE PRICE 
cles. Gears are capable of agile, humanoid movements. 1943 Euro Air War 02/98 $45 F-16 Agressor 02/98 $48 Jet Fighter Fil Burn 12/97 $46 SU-27 Flanker 2 NOW $43 
Construct your own Gear, then pilot it with your exact 688i Hunter Killer NOW $46 F-22 ADF NOW $48 Jet Fighter Platinum NOW $38 SU-27 Finkr 2 Add-0n03/98 $29 
customizations. AH-64D Longbow 2 NOW $46 F-22 Raptor NOW $46 Joint Strike Fighter 12/97 $44 SU-27 Squadrn CE ~=NOW $25 
Activision (Simulation) AH64 Flash Pnt Korea NOW $25 F/A 18 Korea NOW $43 M1 Tank Platoon2 06/98 $52 SabrAce NOW $42 
Release Date: NOW PC CD $44 AHX-1 NOW $47 F16 Fightng Falcon NOW $48 MS Flight Sim 98 NOW $52 Screamer 2 NOW $24 
ATF 98 NOW $46 FA 18 Hornet 3 NOW $44 MW Mercenaries 3DfxNOW $48 Scrmn Demns Eurpe 12/97 $52 
Aces: X-Fighters 03/98 $49 Falcon 4.0 04/98 $52 Mech 2 Battlepack NOW $48 Sierra Pro Pilot NOW $47 
‘FIGHTER SQUADRON:SCREAMIN’ DEMONS OVER Air Cmbt Nvy Ftrs 97 NOW $45 Falcon Gold NOW $25 MechWarrior 3 06/98 $52 Silent Hunter 2 09/98 $46 
EUROPE’ No combat simulation has featured such flight Anarchy 02/98 $41 Fghtng Flcn Bck Bgdd NOW $26 Monstr Trck Mdnss_ NOW $40 Sint Hntr Ptrl 1-3ea NOW $15 
realism, graphical detail or active game environments. Andretti Racing NOW $45 Flight Unlimited 2 NOW $44 Moto Racer GP NOW $43 Spearhead NOW $49 
Each of the nine planes flies just like its Armored Fist 2 NOW $46 Flying Corps Gold NOW $39 Nascar Racing 2 NOW $39 Spearhead Exp Pack 12/97 $29 
real-world counterpart, and contains 30 unique CART Racing NOW $29 Formula 1 CE NOW $44 Nascar Racing 2 MngrNOW $25 Stealth Reaper 2020 12/97 $39 
scenarios. Planes take damage on a per-polygon basis, Comanche 3 NOW $39 Glider Wars 03/98 $32 Need for Speed 2SE NOW $44 Tank! 02/98 $48 
which realistically and adversely affects handling . Confirmed Kill 04/98 $46 Hardwar NOW $46 Nuclear Strike NOW $42 Test Drive 4 NOW $46 
Activision (Simulation) Deep Six 03/98 $46 Harrier 2020 NOW $45 Outlaw Racers 03/98 $39 Touring Car 01/98 $42 
Release Date: 12/97 PC CD $52 Destruction Derby 2 NOW $43 Interstate 76 NOW $39 Privateer 2 SE NOW $39 Wing Commander 5 12/97 $46 
EF 2000 V 2 NOW $45 Interstate 77 02/98 $46 Racing Days NOW $44 X-Wing V TieCmp 1 NOW $32 
Earthsiege 3 01/98 $49 J Fghtr Lghtning Strk NOW $43 Red Baron 2 12/97 $47 X-Wng V Tie Fghter NOW $50 
‘FLYING NIGHTMARES 2’ offers a unique combination Extreme Assault NOW $43 Jet Fighter 3 NOW $35 Redline 12/97 $46 — iF-22 Raptor NOW $39 
of cutting-edge flight simulation and real-time strategy. F-15 02/98 $48  JetFighter3Missn NOW $25  SODAOff-Road Rcng NOW $46  iPanzer 44 02/98 $45 
Fully adjustable difficulty levels, control options, and 2 a ee ae wees ES = 7 
graphics preferences allow nearly any player to enjoy COMPUTER GAMES: ACTION 
FN2's challenge. Virtual cockpits increase the realism Battlezone 03/98 $48 Dead Unity 04/98 $45 Mageslayer NOW $39 Resident Evil NOW $40 
and your situational awareness. : : Bugriders 12/97 $40 Death Trap Dungeon 01/98 $48 Nighmare Creatures NOW $40 Ruins 02/98 $48 
Eidos Syd Carmageddon NOW $36 Defiance NOW $39 Nightfall 02/98 $44 Shadows of Empire NOW $51 
Release Date: 1/98 PC CD $4 Carmageddon Spit Pk NOW $16 Dreams to Reality NOW $40 Postal NOW $46 Sin 02/98 $49 
Chasm NOW $28 Duke 3D Lifes Beach 12/97 $19 Profiteer 03/98 $45 SpecOps NOW $48 
‘TOMB RAIDER 2’ Lara’s back, and better than ever, Chromoform 02/98 $46 Duke Nukm 3D Atmic NOW $34 Quake Missns 1-2 ea NOW $29 Take No Prisoners NOW $45 
with new moves, a new underwater environment and a Daikatana 03/98 $49 Flesh Feast 02/98 $44 Quake: X-Men for Qke12/97 $22 Trespassr Jrssic Park 12/97 $48 
whole new arsenal. Explore huge, exotic platform-based Dark Frees Jedi Mssn 01/98 $32 Half Life 03/98 $48 Redneck Rampage NOW $36 Twisted Metal 2 NOW $44 
3D environments around the world, solve puzzles and Dark Frees Jedi Knght NOW $50 Hexen 2 NOW $47 Redneck Rampge LvisNOW $19 Unreal Add-On 01/98 $19 
kill baddies. Dark Vengeance 03/98 $45 Machine Hunter 12/97 $44 Requiem 04/98 $46, Wreckin Crew 12/97 $48 
Eidos (Action . 
Release Date: NOW PC CD $49 = ee COMPUTER GAMES: SPORTS | 
Baseball Mogul NOW $44 Hardball 6 01/98 $46 Mleague Baseball6 NOW $34 PGA Tour Pro 3-D NOW $50 
; , : Bass Mstrs Clssc Pro 04/98 $42 Heroes of Iron Grid NOW $44 Mleague Football3 NOW $34 PGA Tour Pro Labtop NOW $22 
QUAKE II’ Quake was just foreplay. Now comes Quake British Open Golf NOW $24 Legends ofFB98 NOW $39 NBA Action 98 NOW $42 PGA Tour Pro NOW $50 
lI. Includes larger, mission based levels, superior artifi- FIFA Road Wrid Cp 98NOW $46 Links LS 98 NOW $33 NBA Live 98 NOW $45 Pro Golf NOW $42 
cial intelligence, and wicked multiplayer capabilities. FPS Baseball 98 NOW $28 Links LS Cng Ctry ClbNOW $19 NCAA Football98 NOW $45 SimGolf NOW $19 
Experience smoother 16 bit graphics and real-time light- FPS Football98 NOW $29 Links LSDavisLove NOW $25  NFLOBClub98 | NOW $42  ‘TenPinAlleyW95 NOW $40 
ing effects. Se FPS Golf Bundle NOW $39 Links LS Oakind Hils NOW $19 NHL Breakaway98 NOW $42 TonyLaRussa4 § NOW $42 
Activision (Action) FPS Skiing NOW $47 Links LS Valderrama NOW $19  NHLHockey98 © NOW $45 Triple Play 97 NOW $48 
Release Date: NOW PC CD $43 FPS Trophy Bass RvrsNOW $48 Links LS Valhalla NOW $19 NHL Power Play98 NOW $34 Triple Play 98 NOW $45 
Grand Slam '97 NOW $43 MS Baseball 3D NOW $45 PBA Bowling 2 NOW $35 Trophy Bass Deluxe 12/97 $47 
‘UNREAL’ In one seamless flowing world, race across Grant Hill Fant Bskbl| NOW $25 — Madden FB 98 NOW $45 PGA Tour Class Crs 1 NOW $19 NOW 


vast outdoor and indoor environments, enter enchanting 
cities, and mysterious temples. Use Unreal’s easy to use 


aoe PE eSrer Sees TeUl “OWE 3D Magic Accelerator NOW $99 CH F16 Fighterstick NOW $100 Diamond Monster 3D NOW $189 Nintendo PC 3D Jystk NOW $54 

GT Interactive (Action) 3D Spex NOW $59 CH Force FX NOW $95 Gravis PC Gamepd ProNOW $26 Sound Blaster 64 Val NOW $149 

Release Date: NOW PC CD $45 ATI Expression 2MB NOW $77 CH Game Card 3 AutoNOW $26 Int Intnse 3D Rush NOW $199 Space Orb 360 NOW $72 

; ATI Xpert at Play 4MB NOW $169 CH Gamestick 4 NOW $26 Joyswitch NOW $42 TM F16 TQS NOW $108 

ATI Xpert at Play 8MB NOW $219 CH Jane's Combt StckNOW $69 Labtec LCS 2612 SpksNOW $112 TM F22 Pro NOW $134 

‘BLADE RUNNER’ Armed with your investigative skills Altec ACS PwrCbe Pils NOW $142 ~— CH PC Gamepad NOW $19 — Ltech Cyberman2 NOW $99 TM Game Card NOW $25 

and the tools of the Blade Runner trade, you'll be Assassn 3D Contllr NOW $59 CH Pro Pedals NOW $80 Ltech WingMn Wrrior NOW $85 TM Nascar Racng WhINOW $125 

immersed in a world that lives and breathes around you Assassn 3D W/WgmnNOW $99 CH Pro Throttle NOW $102 MS Sidewinder Pro NOW $44 TM Rage 3D Pad NOW $40 

with breakthrough lighting and visual effects. Interact BOCA 56K F/M Ext NOW $132 CH Racing Wheel NOW $49 MS Sidewinder FF ProNOW $149 VFX1 Virt Realty HG NOW $699 

with over 70 motion captured characters, all with Al and BOCA 56K F/M Int NOW $109 CH Virtual Pilot Pro NOW $75 MS Sidewndr Prec Pr NOW $68 Verbal Commander NOW $85 

their own agendas. CH F16 Combatstick NOW $60 Creative Encore DVD NOW $339 MS Sidwinder Pro Pd NOW $39 Yamaha SBS 300 NOW $88 
Virgin (Adventure) / oa } : 

Release Date: NOW PCCD $53 ae COMPUTER GAMES: ADULT ~ Poke et 

Adult Image Lib2+ NOW $25 Dream Machine NOW $36 Mysteria NOW $35 Sex With Jena NOW $42 

‘CH RACING SYSTEM’ Become a road warrior with the All Night Long NOW $16 Dream Machine2 NOW $49 Mystique Orient2 NOW $19 Sex in Public Place NOW $16 

system that was built for speed and durability. System Amateur Models 2 NOW $22 Duke Screw'em NOW $46 Neurodancer NOW $32 Sex with Rocky NOW $42 

comes complete with a high-performance racing wheel Anal Asian 2 NOW $19 Elite Amer Mdls 4 NOW $19 Nightwatch Int 3 NOW $46 Sex: The Game NOW $39 

with 160 degree range of motion, four push buttons and Anal Blackjack NOW $28 Elite Euro Mdls 4 NOW $19 Oriental Syndrome NOW $22 Shaved Pink NOW $19 

foot pedals for acceleration and braking. Asia X NOW $29 Elite Models 4 NOW $19 Othr Side Chelsea NOW $29 Shock:The Game NOW $49 

CH Products Hardware) Asian Paradise NOW $39 Eros 3 NOW $24 Outpost 69 NOW $40 Space Sirens NOW $34 

Release Date: ine PC $85 Asian Pearls 3 NOW $24 Erotic Asia NOW $26 Pandor...AAAH's NOW $16 Space Sirens 2 NOW $34 

Asian Silk NOW $16 Erotic Playground NOW $9 Pandora's Poker NOW $19 Strip Fighter NOW $40 

Asians Wonderland NOW $39 Face Jam NOW $27 Passion Poker NOW $29 Strip Poker Pro 2 NOW $39 

‘CH GAMESTICK 14’ The comfortable base is equipped AssTroids NOW $40 Fantascenes NOW $38 Penetration NOW $16 Sushi Bar Girls NOW $29 

with 14 functions, a slide throttle, trim controls, two Bangkok Nights NOW $19 Fantascenes 3 NOW $39 Penthouse IA 6 NOW $39 Tabloid Beauties NOW $19 

directional pads and patented gimbal. Designed for both Bankok Beauties NOW $19 Fantascenes Anal NOW $39 Pink Passion NOW $12 Time Warp NOW $44 

left and right handed gamers. Black Book NOW $34 Fun House NOW $24 Platinum Six Pack NOW $44 Tokyo Glamr Girls NOW $29 

CH Products aed Black Nurses NOW $15 Geisha's Secrets NOW $12 Poker Party NOW $39 Tokyo Nightlife NOW $48 

Release Date: NOW PC $60 Blondage NOW $24 Girlfriend Donna NOW $49 Porno Poker NOW $36 Tokyo Nymphs NOW $19 

Borderline NOW $19 Girlfriend Teri NOW $39 Porntris NOW $24 Twin Angels 2 NOW $28 

Busty Babes 3 NOW $38 Girlfriend Tracy NOW $39 Private Collctn 2 NOW $22 Ultimate Tokyo NOW $29 

‘STRIP POKER PROFESSIONAL VOL. 2’ combines the Busty Babes 4 NOW $39 Girls Doin’ Girls 2 NOW $19 Private Investigator NOW $49 Ultra Slots NOW $28 

action of 5 Card Draw with some very different table Cabin Fever NOW $34 — Glamor Girls 3 NOW $19 Private Plsr Park2 NOW $49 — Ultra Vixen NOW $49 

stakes, 4 gorgeous opponents who are willing & able to Celebrity Nudes NOW $26 Heidi's Girls NOW $19 Private Prison NOW $44 — Vampire's Kiss NOW $36 

bet it all for the chance to beat the pants off you! Club 21 NOW $29 Hist Of Blue Movie NOW $15 Racquel Released NOW $12 Venus 5 NOW $20 

Art Worx eaedt Crystal Fantasy NOW $29 Hot Leather 2 NOW $25  Racquelle in Wild NOW $24 Venus Playhouse NOW $29 

Release Date: NOW CD $39 CyberXperience NOW $29 Jade Palace NOW $19 Rodney Rubber NOW $39 Village Collection NOW $29 

Dada House NOW $17 Japan Interactive NOW $46 Romsoft Six Pack NOW $36 Virgins Vol 3 NOW $36 

Deep Throat Girls 5 NOW $26 Japanese Pearls NOW $19 Romsoft Six Pk 2 NOW $36 Virtual Golden Eye NOW $44 

‘ROMSOFT 6 PACK’ Double Down, Doors Deep Thrt Gris 4Pk NOW $49 — Kama Sutra NOW $24 — Room for Rent NOW $29 Virtual Sex 2 NOW $39 

of Passion 2, Sensuous Girls in 3D, Dirty Debutnt 6 Pk NOW $44 La Blue Girl 4 NOW $22 Ropes & Chains NOW $19  VirtualSexShoot NOW $44 

Massive Melons, Touch Me, Feel Me and Diva X Ariana NOW $39 Latex NOW $44 Samurai Pervert2 NOW $49 _ Virtual Valerie 2 NOW $36 

Private Screenings are what you'll get in Diva X NJ NOW $39 Latin Lust NOW $24 Scissors N'Stones NOW $19 _ Virtual Veronica NOW $48 

this sexy 6 pack! Diva X Rebecca NOW $39 Lingerie Models NOW $19 Secrt Treas Japan NOW $19 Virtual Victor NOW $42 

Romsoft (Adult) Doll House NOW $29 Luscious Lesbians NOW $15 Select a Pet 2 NOW $34 Virtually Yours 2 NOW $39 

Release Date: NOW PC 6-CD $36 Domin-A-Trix NOW $19 Masters, Mistress NOW $24 Sex TV 2 NOW $24 You Don't Know Dick NOW $35 

= Bes Domin-A-Trix 2 NOW $24 Max Domintn Pk NOW $32 Sex With Asia NOW $42 Zoom NOW $36 


COMPUTER GAMES: SIMULATION 
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$42 


_ COMPUTER GAMES: HARDWARE 


©1997 CHIPS & BITS, INC 


www.cdmag.com/chips. htm! 


or call 1-800-699-426 


Source Code 10963 


COMPUTER GAMES: ADVENTURE _ 


TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
7th Guest 211th HourNOW $29 Duels of Planeswikrs NOW $46 Lst Fils Shrik Hims 2 NOW $42 Space Quest 3000 01/98 $45 
7th Guest 2 W95 NOW $29 Ecstatica 2 NOW $47 Myst NOW $19 Spycraft NOW $25 
Abe's Odysee NOW $47 Evidence NOW $42 Neverhood NOW $50 Star Trek Voyager NOW $48 
Aden Quest 01/98 $43 Fable NOW $45 Obsidian W95 NOW $35 Star Trk Jdg Rt Coll NOW $38 
Adrenix Crisis 01/98 $45 Fighting Fantasy NOW $40 Pandora Directive NOW $46 Star Trk Str Fit Acad NOW $48 
Albion NOW $19 Full Throttle NOW $23 Patriot Games NOW $48 Starship Titanic NOW $48 
Alien Earth 03/98 $45 Gabriel Knight 2 NOW $29 Pegasus Prime NOW $39 Str Trk Scrt Vicn Fry 12/97 $48 
Alien Intelligence 02/98 $45 Galapagos NOW $39 Phantasmagoria2 NOW $54 Super Stardust NOW $31 
Alone in Dark Trilogy NOW $25 Gateway 2 NOW $19 Planetfall 01/98 $44 Temyjin NOW $45 
Armed and Delirious NOW $46 Grim Fandango 06/98 $48 Police Quest 5 SWAT NOW $28 TimeLapse Anc Civil NOW $32 
Asheron's Call 02/98 $48 ID4: Independence DyNOW $44 Rama NOW $26 Titanic Jrny Out Time NOW $33 
Badlands 02/98 $48 Island of Dr Moreau NOW $40 Redguard NOW $54 Tme Wrp Dr Brain NOW $33 
Beavis Butthd Virt St NOW $29 lznogoud 12/97 $42 Respect Inc 03/98 $45 Tone Rebellion NOW $41 
Black Dahlia NOW $48 Journeyman Projct 3 01/98 $48 Return to Krondor 02/98 $45 Trial 01/98 $44 
Blade Runner NOW $53 KQ7:Princeless Bride NOW $19 Riana Rouge 01/98 $39 Twinsen's Odyssey NOW $44 
Byzantine NOW $46 KQ8:Mask of Eternity 01/99 $48 Ripper NOW $48 Under Killing Moon NOW $14 
Callahns Crstm Sloon NOW $25 Last Express NOW $32 Rivers of Dawn NOW $41 Versaille NOW $44 
Curse of Monkey Isle NOW $39 Leisure Suit Larry 7 NOW $48 SCARAB NOW $38 Warcraft Lord of Clns 06/98 $46 
Dark Camelot 03/98 $48 Lost Mnd Dr Brain2 NOW $42 Siege of Stormhaven 10/98 $48 Yoda Stories NOW $19 
Dark Earth NOW $46 Lost Vikings 2 NOW $28 Space Bar NOW $31 Zork: Grnd Inquisitor NOW $43 
| COMPUTER GAMES: ROLE PLAYING 

Arena NOW $19 Dragon Lore 2 NOW $39 Knights Xentr PG13_ NOW $34 Septerra Core 01/98 $48 
Arena Deluxe NOW $47 Dungeon Master2 NOW $15 Lands Lore Grdns Dst NOW $48 Shadows of Death 03/98 $43 
Battlespire 12/97 $49 Elder Scrolls 2 NOW $39 Lands of Lore NOW $25 Skyrealms of Jorune NOW $33 
Betrayal in Antara NOW $37 Eldr Scrils Mrrowind 02/98 $54 Legcy Kain Bld Omn NOW $40 Star Trail NOW $29 
Broken Sword NOW $42 Elric 04/98 $45 Might & Magic 6 04/98 $49 Star Trk Final Unity NOW $32 
Buccaneer NOW $34 EverQuest 04/98 $44 Might & Magic 6 LE 04/98 $58 Stonekeep NOW $25 
Dark Project NOW $49 FR Descent Undermtn12/97 $42 Quest for Glory 5 01/99 $48 Swords of Heroes 10/98 $46 
Diablo NOW $37 Fallout NOW $45 Realms of Haunting NOW $39 Ultima 7 Series NOW $15 
Diablo Hellfire NOW $28 Final Fantasy VII 02/98 $48 Redemption 02/98 $43 Ultima 8 Pagan NOW $15 
Die By the Sword NOW $48 Forsaken 01/98 $42 Rims Ark Shadow RvaNOW $36 Ultima Online NOW $53 

ROLE PLAYING GAMES 
AD&D Core Rules NOW $36 DL Quick & Dead NOW $21 GURPS Rulebook NOW $20 Once UponaTime NOW $14 
AD&D DM Guide NOW $20 DL Smith & Robrd NOW $17 GURPS Goblins NOW $18 Palladium Fantasy NOW $20 
AD&D Monstr Mn| NOW $20 Celestl Dice Mars NOW $65 GURPS Martial Art NOW $13 Paranoia Boxed Set NOW $15 
AD&D Player Hdbk NOW $26 Celestl Dice Merc NOW $5 GURPS Mecha NOW $15 Pendragon 4thEd. NOW $19 
AD&D DM Screen NOW $6 Celestl Dice Pluto NOW $5 GURPS Psionics NOW $14 Rifts NOW $21 
AD&D Bk of Lairs NOW $12 Celestl Dice Terra NOW $5 GURPS Religion NOW $17 Robotech Invid Inv NOW $11 
AD&D Faiths & Av NOW $18 Celesti Dice Urans NOW $5 GURPS Robots NOW $14 Robotech RDF Mni NOW $7 
Albedo NOW $18 Celestl Dice Venus NOW $5 GURPS Space NOW $14 Robotech NOW $11 
Albedo Bonus Pck NOW $30 Dragnince 5th Age NOW $21 GURPS Vampire NOW $17 Robotech Zentaedi NOW $7 
Ars Magica NOW $26 Earthdawn NOW $18 HarnPlayer NOW $15 Senzar NOW $21 
Bloodshadows NOW $25 Earthdawn Comp NOW $15 Heavy Gear NOW $25 Shadowrun NOW $20 
Bubblegum Crisis NOW $20 Earthdawn GMPk NOW $11 In Nomine NOW $25 Skyrealms Jorune NOW $17 
Call of Cthulhu NOW $18 Earthdawn Horrors NOW $15 In Nomine GM Pck NOW $13 Species NOW $21 
Cthulhu Live NOW $15 Earthdawn Magic NOW $15 Macross 2 NOW $11 Star Wars Srcbk NOW $19 
Castle Falkenstein NOW $25 Fading Suns NOW $22 Mage 2nd Ed. NOW $21 StarWars Revised NOW $25 
Champions NOW $22 Fantasy Earth NOW $12 Mage Chronicles 1 NOW $19 Traveller NOW $24 
Changeling NOW $21 GURPS Autoduel NOW $15 Mechwarrior NOW $13 Vampire NOW $24 
Changeling Scrn NOW $15 GURPSCyberpunk NOW $14 Mechwarrior Comp NOW $12 Vampire Play Gde NOW $19 
Conspiracy X NOW $20 GURPS Dinosaurs NOW $15 Mutation NOW $30 Warhmr Fantasy NOW $19 
Cyberpunk 2020 NOW $17 GURPS Fantasy NOW $15 Nephilim NOW $18 Werewolf NOW $24 
Deadlands (DL) NOW $26 GURPS Comp NOW $18 Nightspawn NOW $16 Witchcraft NOW $20 
DL Marshal Law NOW $13 GURPS Comp || NOW $18 Of Gods AndMen NOW $22 Wraith NOW $24 
COLLECTIBLE CARD GAMES a 
BTech BP Merc NOW $2 MTG 5th Ed BP NOW $2 MTG Fallen Emps NOW $1 Star Trek NG BP NOW $2 
Battletech Booster NOW $2 MTG 5th Ed SD NOW $7 Mid Earth Dragons NOW $2 Star Trek NG Hdck NOW $2 
Battletech Starter NOW $8 MTG Chronicles BP NOW $1 Mid Earth Drk Min NOW $2 Star Trek NG Q NOW $2 
Dixie: Bull Run NOW $6 MTG Mirage BP NOW $2 Mid Earth Wiz BP NOW $3 Star Trek Starter NOW $8 
Dr Who Booster NOW $2 MTG Mirage SD NOW $8 Mid Earth Wiz SD NOW $9 Star Trek TNG SD NOW $7 
Dr Who Starter NOW $8 MTG Tempest BP NOW $2 Monty Python SD NOW $9 Star Wars BP NOW $2 
Great Dalmuti NOW $5 MTG Tempest SD NOW $8 Monty Python BP NOW $3 Star Wars SD NOW $7 
Heresy SD NOW $6 MTG Visions NOW $2 On the Edge SD NOW $3 Tank Commander NOW $8 
Illuminati BP NOW $2 MTG Weatherlight NOW $2 Star Trek Booster NOW $2 X-Files NOW $2 
Illuminati SD NOW $8 MTG Homelands NOW $1 Star Trek NG AItU NOW $2 X-Files NOW $9 
SONY PLAYSTATION SEGA SATURN 

Ace Combat 2 NOW $44 Grand Theft Auto NOW $51 Albert Odyssey NOW $52 Magic Knight Ray 12/97 $52 
Alundra 12/97 $48 Jet Moto 2 NOW $42 Andretti Racing97 NOW $46 Marvel Super Hero NOW $42 
Aqua Prophecy 02/98 $49 Madden FB 98 NOW $44 Battle Monsters NOW $34 Mega Man X4 NOW $38 
Armored Core NOW $42 Monster Rancher NOW $44 Brutal 2210 NOW $52 NBA Action ‘98 NOW $49 
Ascii Grip V NOW $29 NBA Live ‘98 NOW $44 Contra NOW $39 NHL Hockey '98 NOW $46 
Breath of Fire 3 01/98 $44 NHL Powerplay ‘98 NOW $44 Courier Crisis NOW $46 Nascar 98 NOW $46 
Bushido Blade NOW $39 Nightmare Creatures NOW $46 Croc NOW $49 PTO 2 NOW $52 
C & C Red Alert NOW $48 PGA Tour ‘98 NOW $46 Dead or Alive 01/98 $46 Resident Evil NOW $44 
Castlevania NOW $48 Parasite Eve 02/98 $69 Duke Nukem 3D NOW $44 Sega Ages NOW $40 
Clock Tower NOW $44 Rampage Wrid Tr NOW $46 FIFA Soccer 98 12/97 $46 Shining Holy Ark NOW $46 
Darkstalkers 3 NOW $52 Ray Storm NOW $44 GEX NOW $46 Shining Wisdom NOW $42 
Death Trap Dngn NOW $46 Resident Evil 2 01/98 $52 Game Shark NOW $46 SimCity 2000 NOW $32 
Felony 1179 NOW $44 Revelatn:Persona NOW $45 Guardian Heroes NOW $22 Tunnel B1 NOW $46 
Fighting Force NOW $46 Steel Reign NOW $42 Herc's Adventures NOW $42 VMX Racing NOW $46 
Final Fantasy Tact 01/98 $56 Street Fighter EX NOW $44 Hexen NOW $49 VR Soccer NOW $49 
Final Fantasy VII NOW $59 Suikoden 2 12/97 $46 Last Bronx NOW $46 Virtua Fighter 3 02/98 $54 
Frogger NOW $50 Tactics Ogre 12/97 $46 Legend of Oasis NOW $34 Virtua Racing NOW $29 
G Police NOW $44 Tomb Raider 2 NOW $49 Lost World NOW $44 WWF Wrestlin3D 01/98 $50 
Game Shark NOW $46 Triple Play 98 NOW $46 Lunacy NOW $52 Wing Arms NOW $29 
Ghost in the Shell NOW $46 Wild Arms NOW $42 Lunar Director Cut 12/97 $46 World Series 98 NOW $46 


©1997 CHIPS & BITS, INC. 


include a 12-issue subscription starting with the Nov. 1997 issue 


(while supplies last) 


Visa, MC and Discover accepted. Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD $8. Price, availability, offer Subject to change at any time. Release sched- 
ules and shipping times are approximate, not guaranteed, and subject to change at any time. Hardware orders may require additional shipping and handling charges. Defectives replaced 
with same product. All sales final. Call for details. Shipping and handling charges calculated on a per order, per shipment, and per item basis. The “per order” charge is charged once 
per order placed and the “per item” charge is charged once for each item ordered and the “per shipment” charge is charged once for each shipment we make to you. Each U.S. order will 
to Computer Games Strategy Plus Magazine, for which $10.00 of the order cost will be allocated. 


‘KINGS QUEST 8: MASK OF ETERNITY’ We masterfully 
combine a revolutionary 3-D action engine, complex 
3-D worlds and high interactivity with the best features 
of the King’s Quest universe: fantastic characters, fast- 
paced puzzles and a compelling story. 

Sierra (Adventure) 

Release Date:1/98 PC CD $48 


‘OF LIGHT AND DARKNESS’ Once every thousand years, 
gates open between the waking world and the realms of 
dream time, offering opportunities to those who dare, to 
save humanity from extinction. Now is the time to stop 
catastrophes that could usher in a thousand years of 
darkness. 

Interplay (Adventure) 

Release Date: 11/97 PC CD $45 


‘MYST 2’ will provide an exploration experience through 
a new world filled with 7,000 images, over an hour of 
animation and original music, requiring acute skills of 
observation. 

Broderbund (Adventure 


Release Date: NOW PC CD $46 


‘TEX MURPHY:OVERSEER’ contains a riveting script 
and a stellar cast, an exciting addition to the series. High 
color 3D “Virtual World” environment, movie quality 30 
fps video, unique characters who respond to your words 
and actions. Two levels of play, for expert gamers and 
first-time adventurers. 

Access (Adventure) 

Release Date: 12/97 PC CD $43 


‘BALDUR’S GATE’ is set in the legendary Forgotten 
Realms campaign world. Uses a transparent interface an 
gameplay that uses a real-time modification of the ADD 
rules system. There are over 60 monsters to fight, you 
control a party of six each with unique abilities 
and personas. 

Interplay (Roleplaying 


Release Date: NOW PC CD $45 


‘DEFIANCE’ You are a test pilot for an awesome new 
weapon when suddenly it is no longer a test. First 
person combat simulator, four levels of firepower, 
missiles and auxiliary weapons. Twin beam laserlok 
firing system. 

Avalon Hill (Action 


Release Date: NOW PC CD $39 


‘STAR WARS’ This roleplaying game plunges you into 
the breakneck thrills and pulse-pounding excitement of 
the greatest space fantasy of all time! Face overwhelm- 
ing odds and impossible challenges. May the force be 
with you! 

West End Games (Pen/Paper RPG) 

Release Date: NOW RPG $25 


‘MAGIC THE GATHERING 5TH EDITION’ This deck contains 
60 tradable game cards, randomly assorted, plus a rule 
book. Each player must have a deck. This deck may be 
enhanced with more cards sold in booster packs. 
Wizards of the Coast (Card game) 

Release Date: NOW CG $7 


‘TIME CRISIS’ Blast through the original arcade hit, with 
an all new shooting scenario. Comes with the most accu- 
rate gun available for PlayStation, which has a 
button allowing you to escape incoming bullets, not just 
absorb them. 

Namco (Shooter) 

Release Date: NOW PSX $52 


‘MAGIC KNIGHT RAYEARTH’ Three Japanese school- 
girls must save a Princess to restore peace to the land. 
Breathtaking animation with over 90 minutes of audio. 
When you talk to characters in the game, they reply! 
Working Designs (Roleplaying) 

Release Date: NOW SAT $52 


‘HEAT INTERNET GAME NETWORK’ allows people to 
play their favorite multiplayer PC games over the inter- 
net. Provides the fastest gameplay achievable over the 
internet. Includes 6-month pre-paid membership. 
Segasoft 

Release Date: NOW PC CD $27 
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| COMPUTER GAMES: STRATEGY 


TITLE RELEASE PRICE TITLE RELEASE 


TITLE RELEASE PRICE TITLE RELEASE 
Lords Realm 2 Exp PKNOW $25 SimSafari 12/97 
Lords of Magic 12/97 $47 Soldiers at War 02/98 
M Gathrng BattlemageNOW $36 Spaceward Ho! 4 NOW 
MAX NOW $19 Speed Tribes 04/98 
MAX 2 02/98 $48 Star General NOW 
Magic Spells of Anct NOW $28 Star Nations 06/98 


Magic:the Gathering NOW $16 Starcraft Expansion 03/98 
Mass Destruction NOW $38 Stars NOW 
Master of Magic NOW $25 Starship Troopers 12/97 
Master of Orion NOW $19 Steel Legions 05/98 
Master of Orion 2 NOW $25 Stellar Frontier 06/98 
Mechcommander 02/98 $48 Stratosphere 02/98 
Mission Nexus Prime 12/97 $48 Submarine Titans 05/98 
Missn Fre:Cybrstrm 204/98 $42 Syndicate Wars NOW 
Myth NOW $44 Theme Hospital NOW 
Netstorm NOW $40 Total Annihilation NOW 
New Order 04/98 $48 Tycho Rising 03/98 
Outpost 2 NOW $37 Uprising NOW 
Plague 04/98 $42 WHammer 2 Drk Omn NOW 
Politika NOW $43 WarBreeds 01/98 
Ragged Earth 01/98 $34 WarGames 02/98 
Reach for Stars2 02/98 $48 WarSport 12/97 
Rebellion 01/98 $52 Warcraft 2 NOW 
Rising Lands NOW $44 Warcraft 2AddOn NOW 
SWAT 2 12/97 $48 Warlords 2 Dix NOW 
Semper Fi 02/98 $46 Warlords 3 NOW 
Sentient NOW $40 Warwind 2 NOW 
Sentinel Returns 03/98 $45 Worms 2 NOW 
Settlers 2 Gold NOW $38 X-Com Apocalypse NOW 
Seven Kingdoms NOW $48 X-Com UFO Defense NOW 
Shattered Nations 03/98 $46 X-Fire 02/98 


Siege NOW $48 2 NOW 


PRICE 
$44 
$43 
$24 
$48 
$43 
$46 
$30 
$38 
$46 
$42 
$44 
$46 
$44 
$39 
$42 
$43 
$44 
$40 
$43 
$48 
$46 
$44 
$25 
$20 
$41 
$39 
$34 
$39 
$39 
$19 
$48 
$14 


GAMES: WAR 


PRICE 

10 Six 01/98 $35 Creature NOW $34 
AD&D Birthright NOW $27 Dark Colony NOW $43 
Adhara 3 12/97 $45 Dark Reign Futre War NOW $43 
Admral Ancient Ships 02/98 $46 Dark Reign MP 1 02/98 $29 
Advancd Civilization NOW $39 Deadlock 2 NOW $46 
Age of Empires NOW $46 Destiny NOW $19 
Agents of Justice 03/98 $48 Dominion Storm 03/98 $44 
Army Men 03/98 $46 Dune 2 NOW $14 
Blood & Magic NOW $19 Dungeon Keeper NOW $46 
C&C NOW $29 Dungn Kpr Dpr DngnsNOW $19 
C &C 2: Tbrium Sun 09/98 $48 Earth 2140 12/97 $36 
C&C Covrt Oprtions NOW $22 Emperor Fadng Suns NOW $29 
C & C Gold W95 NOW $40 Empire of the Ants 03/98 $43 
C&C RAAftermath NOW $22 Entrepeneur NOW $38 
C & C RA Cnter Strke NOW $21 Evolution 01/98 $34 
C & C Red Alert NOW $48 Extreme Tactics 12/97 $49 
C &C Sole Survivor NOW $29 Frenzy 02/98 $44 
Caesar 2 NOW $28 Galactic Mirage NOW $41 
Capitalism Plus NOW $43 Heist 02/98 $44 
Captives NOW $40 Heroes M&M NOW $19 
Cave Wars NOW $25 Heroes M&M 2 NOW $32 
Civ 2 Fantasy Worlds NOW $27 Heroes M&M 2 Ex Pk NOW $25 
Civilization 2 NOW $36 Heroes M&M W95 NOW $19 
Civilization 2 Scen NOW $26 Imperialism NOW $39 
Civilization Network NOW $25 Imperium Galactica NOW $32 
Civilization NOW $19 Incubation NOW $39 
Clay Warfare 02/98 $45 Infinity War 12/97 $48 
Colonization NOW $29 Jaggd Alinc DdlyGm NOW $19 
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‘7th LEGION’ Play either the 7th legion or the Chosen in 
feverish finger-blistering combat. Endless strategic 
choices and timed sub-missions in a futuristic war torn 
world. Progressive technology levels reveal advanced 
buildings, units and weapons.Over 50 action element 
cards and power-ups instantly turn the tide of battle. 
Microprose (Strategy) 

Release Date: NOW PC CD $39 


‘STARCRAFT’ You must gather your resources to 
accomplish your goals, either freedom or galactic dom- 
ination. Play 30 different missions in space, on planets, 
within installations. Scenario and map editor allows you 
to create your own campaigns. 

Blizzard (Strategy) 

Release Date: NOW PC CD $48 


‘SIMCITY 3000’ Immerse yourself in a total 3D 
environment with hundreds of new buildings to choose 
from, full navigational control, and sophisticated 
microsimulators allowing for detailed control over busi- 
ness and other facilities. 

Electronic Arts/Maxis (Strategy) 

Release Date: 1/98 PC CD $54 


‘MAN OF WAR’ Faithfully re-enacts an Admiral’s life 
at sea circa 1765-1815 using actual battles and strate- 
gies. Contains 12 historically accurate scenarios, large 
scale fleet action, and revolutionary real-time 3D first 
person perspective. 

Virgin (War) 

Release Date: NOW PC CD $37 


‘PANZER GENERAL Il’ contains enhanced multimedia 
footage and scenario briefings. Also, all new campaigns, 
play some from the Allied side. New interactive terrain 
reflects battle damage. Multiplayer support. 

SSI bin} 

Release Date: NOW PC CD $42 


‘DIE HANSE’ Sail across the length of Medieval Europe 
as a merchant of the Hanseatic League, vying to be the 
first to fill your house with valuable goods. As you 
battle the North Sea, you encounter pirates and block- 
ades as you make your way home. English translation 
included. 

Mayfair Games (Boardgame) 

Release Date: NOW BG $55 


‘EUROPEAN AIR WAR’ Pilot 20 authentically modeled 
fighter planes from the American, British and German 
forces. Play in single mission, career or multiplayer 
modes. Includes virtual cockpits, flight film, radio 
communication and great sound and visual effects. 
Microprose (Simulation 

Release Date: 2/98 PC CD $45 


‘PAX IMPERIA 2’ Control every aspect of a civilization: 
economics, research, espionage, exploration and 
diplomacy. Build a fleet of mighty warships or 
quietly establish economic dominion, the universe is 


yours to conquer. 
THQ (Strategy) 


Release Date: 01/98 PC CD $48 


‘POPULOUS:THE THIRD COMING’ Large strategies can 
be planned and enacted from fully playable global view. 
Various terrain varieties(mountains, oceans, aerial 
views) impose different challenges on your warriors as 
you lead them into battle. 

Electronic Arts Ses Ad 

Release Date: NOW PC CD $45 


‘STEEL PANTHERS III’ Command multinational forces 
while auxiliary units enhance your core command. 
Includes weapon and unit information for 20 World War 
|| era and 40 post WWII era countries. Comes with 6 full 
campaigns and over 40 individual scenarios. 
Mindscape (War) 

Release Date: 11/97 PC CD $39 
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‘BONUS CALENDAR OFFER’ A 12-issue COMPUTER 
subscription to COMPUTER GAMES [pou M.-y. 
Strategy Plus magazine and the 1998 

Computer Games Calendar, all for $12.95 


Available for a limited time, order now! 
Release Date: NOW $12.95 


SPECIRL BOWUS PACKAGE 
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Fallout 


Son of Wasteland stands tall 


hey finally did it. Years ago, they 

fought a nuclear war, and trashed 

most of the world. In the western 
United States, or what's left of it, the last 
remnants of humanity struggle on among 
the blasted ruins of once-great cities, or 
deep under the earth in massive Vaults, 
refuges built before the war in anticipation 
of the Armageddon to come. That's where 
you come in. As inhabitants of Vault 13, you 
and yours are faced with extermination as 
your water supply is failing. The Overseer, 
the chief of the Vault, taps you to go into the 
hostile outside world and search for a water- 
chip, an elec- 
tronic part 
needed to 
restore the 
Vault's ability 
to produce 
fresh water. 
Buckling on 
your trusty 
pistol, you 
shoulder your 
pack and head 
out into a 
world you've 
only known 
through sto- 
ries and myth. 
You're going 
out there, and 
who knows if you'll be coming back? 

So begins Interplay’s latest RPG, Fallout. 
Building on the post-apocalyptic world 
made famous in the old 8-bit classic 
Wasteland, Fallout blends satire, cynicism, 
and humor with a healthy dose of grim, grit- 
ty conflict into one of the most enjoyable, if 
rather short, RPGs in recent memory. From 
the opening video, done in a faux-retro style 
featuring futuristic television broadcasts 
extrapolated from 1950s culture, to the ever- 
present Fallout Boy cartoon character who 
adorns various parts of the manual and 
interface screens, the atmosphere in the 
game treads the line between the serious 
and the sardonic. Reminiscent of Terry 
Gilliam’s Brazil, much of the game has a 
steam-tech Neo-Victorian look to it, coupled 
with some very modern, high-tech weapon- 
ry. The intent, it seems, is to convey the 
sense of a medium to high-tech world sud- 
denly reduced to low-tech savagery, but 
with vestiges of the old world hanging on. 
By and large, Interplay succeeds dramatically 
in setting this mood, and fans of Mad Max 
and other end-of-civilization romps should 
feel right at home. 

The setting is Southern California, which is 
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the world 
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portrayed as nothing but a 
blasted wasteland of ruined 
cities, mutated monsters, and 
desolate emptiness. Having a 
real place as its setting adds 
verisimilitude to the game, 
but hinders replayability, as placement of 
minor locations like, say, Los Angeles, cannot 
easily be moved about without arousing 
derision. Most experienced RPG fans will 
have little trouble grasping the basics of 
Fallout. Characters sport the usual bundle of 
Statistics and skills, adapted for the mixed- 
tech environment of the game. While this is 
definitely a single character RPG, there are a 
bazillion ways to customize one’s game- 
world surrogate. What is more, the game 
actually allows characters with very different 
abilities to do equally well (or nearly so). 
Building a walking death machine is not the 
only solution; the entire game can be played 
pretty successfully with an emphasis on 
stealth and technology, or on silver-tongued 
diplomacy. Combat is a key part of the game, 
however, and fans of turn-based RPG battles 
will be in near-Nirvana. Weapons range from 
the mundane (brass knuckles) to the outra- 
geous (flamethrowers), and many feature dif- 


ferent types of ammunition for different 
occasions. Only the absence of true, player- 
controlled compadres takes the shine off the 
battles in Fallout, that and the occasional 
brain-dead behavior of NPCs who are osten- 
sibly helping out. It is even possible to kill the 
bad guys with, of all things, a BB gun. 

All in all, it’s a very good system. It’s very 
non-linear, in that outside of three major 
quests, there is nothing really pushing the 
player towards specific locations or actions. 
This non-linearity comes at a price, though. 
As it is impossible for the designers to pre- 
dict what players will do and where they will 
go once they've left Vault 13, all sorts of 
anomalies are possible. It is easily possible 
for players to kill NPCs or accomplish tasks 
out of sequence, thus making future conver- 
sations with important NPCs rather prob- 
lematic, or at least frustrating. In Junktown, 
for example, after helping the “mayor” kill a 
wicked casino operator, on subsequent visits 


with that same mayor he 
betrays no knowledge of 
what has transpired. Likewise, 
the quest to “find the water 
thief’ in Vault 13 magically 
appears, already marked as 
accomplished, with no direct 
input from the player; and 
the final voice-over after win- 
ning the game lists events 
that the player never experi- 
enced. It turns out that the 
game is extrapolating; actions 
by the player have prevented 
certain things from coming to 
pass. Nota 
flaw, really, 
just discon- 
certing to the 
uninitiated. 
Each location 
exists inde- 
pendently of 
the others, so 
it is entirely 
possible to 
stumble upon 
a place meant 
for a later peri- 
od in the 
game and 
“solve” a still 
unimagined 
quest (usually 
by killing the 
bad guys). This 
isn’t necessarily bad, as it removes those frus- 
trating and unsatisfying “triggers” that 
bedevil so many RPGs, but it does mean that 
players have to develop a strong tolerance 
for, um, temporal anomalies. 

The biggest complaint about Fallout, real- 
ly, is its brevity. This problem is intimately 
related to the game’s non-linear structure. 
There are three main, make-or-break quests 
in Fallout. The first is the waterchip search; 
failing this means death for the Vault and 
the end of the game. After that, the player 
has 500 days (or 400, based on how the first 
quest went) to kill the Master, leader of the 
plan to rule the world with mutant super- 
humans. Failure to do so in the time allotted 
leads to, you guessed it, destruction of the 
vault and the end of the game. The other 
major quest is to destroy the base where the 
Mutants spawn; destruction of this base, 
along with the death of the Master, ends the 
game favorably. Theoretically, one could 
simply kill the Master, and then play on 
indefinitely, until the time was ripe for end- 
ing the game. In practice, this isn’t too likely. 
Putting aside the reluctance of gamers to 
pass up a sure win, by the time a player is 
strong enough to take on the mutant base 
or the Master (and it doesn’t take more than 


a few evenings’ play to get to that level), 
most of the other challenges in the game 
are anticlimactic. Wandering around the 
wastelands in power armor, armed to the 
teeth with energy weapons, makes fighting 
cave rats something of a letdown. 

That's not really a fatal flaw, though -— far 
from it. It is perfectly possible to ramble 
around the wasteland, accomplishing good 
(or bad) deeds at a more leisurely pace. 
There’s just nothing to prevent a lucky, per- 
ceptive, or aggressive gamer from ripping 
through the game in 20-30 hours of gaming. 
With judicious use of saves, it’s quite possi- 
ble to rocket up levels, gain powerful 
weapons, and win the game without even 
touching on most of the mini-quests. Of 
course, even a short game delivers 25-40 
quality gaming hours, with the possibility for 
replay being high; despite its initial brevity, 
Fallout certainly does well in the “bang for 
the buck” category. Other quibbles — lack of 
effective NPC assistance in combat, some 
muddled and obtuse quests, the general 
sameness of interior locations — are not 
nearly enough to take the bloom off this 
radioactive rose. Some users have reported a 
handful of other problems, but none of 
those showed up in the gaming done for 


Stalking a Super Mutant in the Military Base. 
Gatling laser to the ready! 


Outside the Brotherhood of Steel...these guys 
don’t dance 


Fallout comics? Well, not really, but this is a 
good indication of the style of the game 


this review. Overall, in fact, Fallout performs 
very well in the technical department, with 
the minor exception of some interface slow- 
down with anything less than a full install. 

Fallout might not be the game for every- 
one. Its theme is dark, though with a certain 
black humor twist. The emphasis is definitely 
on combat, and the game provides a good 
turn-based combat system, oodles of 
weapons (each with distinct ammo types, 
making for such rich decisions as armor 
piercing vs. high explosive rounds), and lots 
of gory ways to die. Puzzles are really non- 
existent, in the sense of those in the 
Wizardry games or other “classic” RPGs for 
example. Instead, in keeping with the 
game’s fiction, most “puzzles” are really 
technical mysteries that are fairly logical and 
intuitive. There’s only one character to con- 
trol directly, and interaction with the world 
is less than in some action games. For any- 
one with an interest in complex, combat- 
heavy, lovingly produced RPGs, though, 
Fallout is a must buy. In an age where many 
are predicting the death of traditional RPGs 
at the hands of multiplayer extravaganzas, 
Fallout is a glowing example of the genre, 
one which positively radiates quality. Fallout 
— it’s da bomb.-Robert Mayer 


Fallout 


Interplay * www.interplay.com * 
Requirements: DOS, 9OMHz Pentium or 
higher, 32MB of RAM, 2X CD-ROM; Windows 
95, 9OMHz Pentium or higher, 16MB of RAM, 
2X CD-ROM; MacOS, System 7.12 or higher, 
PowerMacintosh, 16MB of RAM, 2X CD-ROM 
* Multiplayer: None 
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REAL-TIME SAGA OF INTRIGUE _ 
"= CONQUEST.AND ESPIONAGE. 
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Long ago, ina time when the lives of men, monsters and 


be EI, a 4 } 
So gods were intertwined, seven kingdoms vied for supremacy; 


each grew to have its own distinct identity, possessing 
unique skills and traditions. Their tools of conquest were 
trade, diplomacy, espionage, science and sheer brute force. 
e By strength, cunning and guile they expanded their 
burgeoning empires, fighting against the ravages of nature, 


- sometimes against rival kingdoms and sometimes against 


uprisings from within. 


* Real-time empire building with seven unique cultures 


* Multiplayer options via modem, LAN, serial or Internet 


a + Pre-built scenarios and random campaign generator for 
unlimited gameplay 


« Espionage and counter espionage with trade and 
diplomatic options 
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9 q ¢ Highly detailed 800 x 600 SVGA graphics 
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Lands of Lore: Guardians of Destiny 


Polymorphic perversion with feet of clay 


estwood Studios, after what 
W seemed like four hundred years of 
development, finally gave us what 


we have long been awaiting, Land of Lore: 
Guardians of Destiny. But was it worth the 
wait? Yes and no. 

It is the plane of mortals — the “real 
world,” so to speak. Your name is Luther, 
and you are the son of Scotia, a powerful 
sorceress who was killed and ascended (or 
descended) to another plane just after she 
unearthed some Ancient Magic. You find 
yourself in the town of Gladstone, in the 
dungeon, serving a sentence for crimes 
your mother committed. Wild physical 
changes are occurring with no warning. At 
least puberty came with the Now You Are 
12 book for boys. And if becoming a man 
weren't weird enough, now you are mor- 
phing uncontrollably, from your dapper 
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Luther compliments the Draracle on his horn 


This sepia-toned book appears during 
episode transitions 


Dawn states, “Give me your blade, Luther” (!) 


The Draracle orates 


Samson-tressed self into a small lizard, into 
a gigantic, hideous, monstrous, frightful, 
repulsive creature in dire need of plastic 
surgery (or a shave, at the very least), and 
back into your dapper self again. It’s becom- 
ing a trifle annoying. 

Anyway, it turns out that the morphing 
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curse is related to the Ancient Magic 
released by Scotia, who, at the same time, 
awoke a hibernating Mother Beast. This 
rather disgusting creature began popping 
out spider filled egg sacs like no tomorrow 
and her main purpose is to acquire the 
Ancient Magic in order to resurrect the evil 
god Belial. This would be a bad thing. 

The story evolves beautifully, from the 
moment Luther escapes from the dungeon, 
all the way to, well, just before the not-so- 
satisfying ending. It grabs you immediately 
and keeps you interested throughout. The 


Lands themselves are always 
compelling. The sense of 
excitement at finding a new 
location spreads infectiously, 
eM and there’s a lot to discover 

) ™ .” ~=iihere. While the land is not 


Daggerfall-sized, it is filled with a rich- 
ness that a Daggerfall-scope product 
could never provide. Navigation is 
very simple with the very handy cus- 
tomizable automap feature, which is 
charmingly drawn in what appears to 
be the hand of a child. 

Always central to the story and the 
action is the random polymorphism. The lights 
flash, the sound effect blares, and you know 
that Luther is about to change. Into what? is 
always the key question. Certain situations 
require the diminutive lizard, while others 
require the brute strength of Yeti-man. This 
particular element of surprise is welcome in 


the early part of the game, but gets old quickly 
and you'll wish you had more control over the 
morphing. That does happen, but way too late. 

What was not worth waiting for? First of 
all, the graphics engine, which might have 
been state of the art three or so years ago, 
looks just that — three years old and count- 
ing. The controls are cumbersome, as is the 
interface and extreme pixellation is often 
the mode of the moment. 

Next, at some point in the development 
cycle, sequences using full-motion video 
with actors on rendered backgrounds were 
introduced. Why, oh why? The rendered cut 
scenes are often quite beautiful, and the 
rendered characters work very well. The 
muddy, fuzzy, badly acted segments are 
extremely out of place here, as is the wise- 
cracking humor of our hero, Luther. The 
Story itself sets a tone in which that 90s sit- 
com one-liner humor becomes very distract- 
ing (despite the voice actor’s obvious talent). 

Also, staunch role-playing gamers may be 
disappointed at many of the weak role-play- 
ing elements in the game. Minor graphical 
representation of stats, single party explo- 
ration throughout, and not-particularly- 
strategic combat make this a much more 
adventure-style RPG than many (not a severe 
problem, just a small caveat). 

Finally, Luther cannot swim, and drowns 
or falls to his death often. It’s all well 
and good to have to carefully navi- 
gate precipices, but honestly, not 
even the reptile can swim? C'mon. 
OK, so all reptiles cannot swim. 
Twinsen couldn't swim either, but 
he wore a dress. Luther, on the other 
hand...should (swim, that is, not 
wear a dress). 

This is a solid title with an excel- 
lent storyline, interesting charac- 
ters and a rich, convincing world 
to explore, but the FMV fiasco, 
awkward controls and the now- 
quite-dated graphics engine, along 
with a very anticlimactic ending, make for 
a not-quite-stellar adventure RPG. You 
may want to pick it up anyway for the 
interesting polymorphic possibilities. Be a 
reptile, be a reptile, all the world...loves a 
reptile. —Cindy Yans 


Lands of Lore: Guardians of Destiny 
Westwood Studios * www.westwood.com * 
Requirements: DOS, Pentium or higher, 16 
MB RAM, 4X CD-ROM; Windows 95: 75MHz 
Pentium or higher, 16 MB RAM, 4X CD-ROM = 
Multiplayer: None 


Broken Sword: The Smoking Mirror 


A good circle is hard to follow 


roken Sword is the follow-up to last 
. year’s critical hit Circle of Blood. Circle 

won universal praise for its beautiful 
cell animation, outstanding soundtrack, and its 
involving non-linear plot. Broken Sword man- 
ages to deliver strongly on these first points, 
but fails on the third. Everything is in place for 
another outstanding adventure game, but the 
Straight-as-an-arrow storyline keeps Sword 
from reaching the heights of its predecessor. 

George and Nico are back getting into 
more trouble. While investigating a drug- 
smuggling ring, Nico comes across a Central 
American artifact for which she is kid- 
napped. George, after doing some barrel- 
bowling for bullies, manages to rescue her. 
From there they are off across the globe in 
good Raiders of the Lost Ark fashion. Drug- 
smuggling 
seems like 
small potatoes 
compared to 
the Cthulhu- 
like implica- 
tions that 
develop in the 
story. There’s a 
Mayan God, 
“..who devours 
the sun and 
consumes the 
flesh of all 
mankind,” that 
is about to be 
unleashed on 
our peaceful, 
post-cold-war world. 

There is nothing to complain about with 
the game’s graphics. The animation is as 
strong as the series’ first installment. The 
professional quality that rivals current full- 
length animated films is still present. The 
romantic streets of Paris, timeless London, as 
well as the lush Caribbean are all brought to 
life convincingly. There are plentiful little 
touches such as detailed pedestrians who 
are seen walking down the sidewalk 
through a shop’s window where your char- 
acters are exploring. Parallax scrolling is still 
used abundantly in many outdoor scenes, 
giving them a sweeping panoramic quality. 
FMV cut-scenes are sprinkled through the 
game to enhance the story. 

The box art boasts of three hours of origi- 
nal music plus hundreds of music cues and 
it’s not kidding. There are very few repeating 
themes through the game. Each scene 
seems to have its own, unique background 
music. In one Caribbean setting there’s a 
small street band providing the background 
music. If the players linger they'll be treated 


to a surprisingly varied concert of Latin 
music. The music cues range from low-key 
to downright loud and jarring. 

The voice-acting is also delivered profes- 
sionally. The banter between George and 
Nico is natural and believable. Pearl and her 
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slightly loony husband, Duane, make a 
return for welcome comic relief. Only 
General Grasiento, who's a combination of 
petty official and tourist guide, comes across 
with a bit of overacting. Humor is laced 
effectively through the conversation. It is at 
times subtle and at others borders on slap- 
stick. There are numerous sight gags to go 
along with the finely delivered punch lines. 
It's truly unfortunate that so much effort 
to produce another outstanding game is 
hampered by the most common complaint 


of adventure fans, a far too-linear plot. The 
player is seldom given the choice of pursu- 
ing two or more different courses of action. 


Too many sequences are solved only to have 


the player forced into proceeding into a sin- 
gle course of action. Only rarely will the 


Tied upina 
burning room 
with a poiso- 
nous spider, 
what’s a hero to 
do? 


Pearl and 
Duane return 
for a few laughs 


All this trouble 
for one little 
artifact 


gamer have the choice of 
even visiting two different 
locations. The locations 
themselves are also small 
and confining. There are few 
large areas to explore. Most 
areas only seem to shift to 
three or four sub-scenes. 
The puzzles, though, are 
reasonably varied. Many will 
involve locating several 
objects to be used together 
to effect an escape from the 
frequent jams into which 
George and Nico are caught 
up. These items, though, are 
never far apart and generally 
easily located. Players should 
check each object gained 
closely; often only after the 
item has been placed in the 
player's inventory and re- 
examined does a clue to its 


usefulness become apparent. 


Verbal clues are often harder 
to obtain. When conversing 
make sure to repeatedly ask 
about a pertinent per- 
son or item until their 
icon disappears from 


Often an important 
response is only 
obtained after wading 
through several layers 
of questions. 

Like far too many 
other sequels, the 
game doesn't live up 
to the expectations its 
predecessor set forth. 
Though it is well pro- 
duced and solid, most 


adventure veterans will probably find 
themselves wishing for a little more Circle 
rather than such a straightforward Sword. 
—Chuck Klimushyn 
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Broken Sword: The Smoking Mirror 
Virgin Interactive * www.vie.com * 
Requirements: Windows 95, 60MHz Pentium 
or higher, 16MB RAM, 2X CD-ROM = 
Mutliplayer: None 
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The wait is over! 
The most anticipated historic flight sim ever 
developed is here, and it’s everything you hoped 
it would be. Soar into the flak-filled skies of 
World War I in precisely modeled aeroplanes. 
Engage in close quarter dogfights with the 


irst aerial aces in history. Ascend from wingman to 
squadron captain as you patrol over 40,000 miles 
of the Western Front. History was never this real. 


So watch your tail. 
The Baron is back! 
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“This simulation has everything a a wwii or propeller: 
driven combat simulation enthusiast could ask for.” 
Rod White PCME 


y “Red Baron II looks to be most the authentic 
simulation of the Great Air War yet" 
On-line Gaming Review, Paul Bannister 


ape 


“It’s open cockpit, pre-radar, crash-n-burn a caps se its 
best—a simulation well worth the piplonged wait.. 
Game Briefs ~~ 


ca 


“The dynamic campaign and mission editor give the 
product more replay value than any oungr W.W.L 


simulation we've ever seen.’ 
~~ Gameslice 


Attention to. detail translates: into dog 


flout urishes only in perseverance 
: sless, restless perseverance.” 
Baron Mau jued von Rightgicrt 
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Resident Evil 


The funniest game of the year 


idely considered the best 
W PlayStation game in existence, 
Resident Evil has finally made its 


way to the PC in a perfect port, with all of 
the gore of the PlayStation “Director's Cut” 
(Hollywood marketing comes to gaming - 
should we be excited by this?) and requiring 
the use of a 3D accelerator card. 

This is a standard-issue haunted house 
story full of zombies and dripping with not- 
quite-red blood (it’s sorta brown). You con- 
trol one of two characters and the game 
changes some of the puzzles accordingly, 
providing some replay value (and it’s a fairly 
long adventure to begin with). The game- 
play consists of not-very-arcade-like action 
and simple puzzles that would seem innova- 
tive if you've never played the original Alone 
in the Dark. 

The big mystery in the game is why it 
requires a 3D accelerator. While the 3D char- 
acters have a high-polygon count (and look 
quite good), the backgrounds are low-reso- 
lution (and look quite bad) and there’s no 
real-time 3D a la Quake. It seems like more of 
a marketing necessity than a gameplay one, 


but whatever. 

With a non-issue story and deriva- 
tive gameplay, there has to be a rea- 
son the game’s so compelling. It’s 
not scary — the most terrifying thing 
in the 
game 
may be 
Virgin’s 
eyeball 
logo ani- 
mation. 
It’s not 
the inter- 
face, 
which forces you to use gamepad at all 
times. It’s not the save games, which are lim- 
ited in number and are only allowed in cer- 
tain locations. 

No, what makes the game worth playing 
is being able to experience what is the worst 
dialog and voice-acting ever committed to 
CD-ROM. Eclipsing even the legendary Inca 
series, you can only hope it was intentionally 
made this way (some of the location descrip- 
tions would imply it’s just one of those 


naa 
a 
Bae 


4 Actual dialog: “Find anything interesting? No.” 


Never mind the enormous dying snake you’re 
walking over... 


<4 Like, ohmigod, totally 


bizarre Japanese translation issues). 
Whatever the case, Resident Evil is the funni- 
est game of 1997, and fans of all things 
Velveeta should worship it like the god it is. 
—Steve Bauman 
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Resident Evil 
Virgin * www.vie.com * Requirements: 
Windows 95, 9OMHz Pentium, 16MB of RAM, 
4X CD-ROM, 3D accelerator * Multiplayer: 
None 


Byzantine: The Betrayal 


An average, run-of-the-mosque adventure 


Thanks to a hand held device found in the game, time trav- 
el becomes a possibility 


ucked inside some very elaborate 
T packaging, Byzantine: The Betrayal 

should feel more distinct than it actu- 
ally is. Despite the impressive visuals, 
gamers will walk away feeling educated, but 
only mildly entertained. 


An old friend’s urgent letter plunges 
gamers deep into a plot filled with conspira- 


COMPUTER GAMES 


cy, murder, and political turmoil. 
Further investigation uncovers a 
scheme to plunder history’s 
greatest treasures. 

Fantastic on-location filming 
captures the grand architecture 
of modern day Turkey, and 
shows where the designers’ tal- 
ents truly lie. At each of the 
many locations in the game, 
players can pan the view to 
absorb the majesty of their sur- 
roundings. A handy overview 
map makes traveling between 
areas a quick and easy process. 

Acting in the game varies from 
average to amateurish. In con- 
trast to the gorgeous backdrops, 
most of the acting squad appears camera shy 
to the point of being unintentionally laugh- 
able (several even kept looking at some off- 
screen director for the “Say Cheese” cue). 
Regardless of the actors’ iffy talent, the story 
itself remains compelling enough to make 
up for their lack of professionalism. 

The game probably won't challenge vet- 


eran adventurers with its assorted mix of 
easy puzzles. Many of the solutions are 
either found in obvious hotspots or spelled 
out in one of the many conversations. While 
most of the game plays at a leisurely pace, 
some sequences require quick reflexes. 
Search an apartment too long, or pry into 
the wrong part of an underground labyrinth, 
and the only “plot” you'll uncover is the one 
they bury you in. 

Following the unwritten rules of adven- 
ture games to the letter, Byzantine: The 
Betrayal finds itself in an uncomfortable role 
as the nice boy your parents want you to 
date. It's a fine, upstanding, hard working 
product that takes no chances. Take the 
plunge and buy it if you just can’t seem to 
play enough adventure games. —Anne Royal 
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Byzantine: The Betrayal 

Discovery * www.discovery.com * 
Requirements: Windows 95, 90 MHz 
Pentium or higher, 16MB RAM, 4X CD-ROM 
Multiplayer: None 
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Set course with Captain 
John Sheridan. Ambassador 
Delenn and the dwellers of 
Babylon 5 for a tour unlike 
any other- Created with J- 
Michael Straczynski and 
Babylonian Productions, this 
interactive reference guide 


is loaded with hundreds of 


The Official Guide to 
J. Michael Straczynski’s Babylon 5 


BONUS! Includes an enhanced "Best 
of Babylon 5” music CD by 
Christopher Franke! 
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photos, sound and video clips 
- from the inner workings of 
the space station to the 
outer reaches of the galaxy- 
You"ll learn so much about 
the ships. weapons. inhabi- 
tants and history of "Babylon 
5", that you'll be ready to 
sign on for a tour of duty. 
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Mac & PC Y 
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See your 
software 
retailer 
or call 
1-800- 
757-7707. 
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Dont worry, 
she'll let herself in. 


NIKKI “DUCHESS” DAVIS 


SPECIALTY: SECURITY SYSTEMS 


Armed and Delirious 


Reindeer got run over by a grandma 


Zero to sixty thousand in under a parsec. Who but grandma 


could wield such power? 


n Sirtech’s Armed and Delirious, grand- 

mothers don’t embroider doilies. They 

boil them. Grandmas don’t bake cook- 
ies. They cook bakers. Forget tender love 
and affection, as these abrasive elderly 
matrons prefer strong drink to quality time 
with their grandchildren. Twisted? Oh 
yeah. Delightfully so. 

As cohesively as one can relate the 
premise of this bizarre tale, the rabbit of 
the universe strips poor grandma of her 
cookbook. Oh, and he’s hurtled her loved 
ones (a jet set right out of Leave It To 
Cleaver... meat cleaver, that is...) into 
another dimension. Since the entire galaxy 
relies on this cookbook for its cosmic exis- 
tence, retrieving it for grandma is your 
official purpose in this game. Unofficially, 


your purpose is to complete 
the adventure without 
spouting, “Ssshh... be 
vewwwy qwwwiet... we are 
hunting bunny wabbits” at 
every social function your 
kids beg you not to attend. 

The term “surreal” barely 
scratches the surface in 
describing the total Armed 
and Delirious experience. 
Introduction, credits, menus, 
and game backdrops all look 
carefully misplaced and 
oddly positioned in a brilliant 
stroke of reverse psychology. 
Unexpected events await you 
in every encounter with the game’s wacky 
characters, and especially in grandma's 
own mannerisms and reactions to the cir- 
cumstances around her. Like any victim of 
digital senility, she at times appears lucid 
enough to murmur vaguely sane observa- 
tions. Other times, she spews a steady 
stream of tangential blathering best inter- 
preted by toddlers and psychopathic 
game reviewers. 

For those folks decrying that the com- 
mercialization of gaming has destroyed 
ingenuity and creativity, this oasis is defi- 
nitely not a mirage. Short of a text parser, 
the game embodies all of the same innova- 
tive wit and charm found in vintage adven- 
ture games of old. A gargantuan elephant’s 
foot periodically stomping from the rafters 


Grandma dashes across the galaxy in her brand new space ship 


When grandma shows those shapely legs, even Nasal Man cannot resist the temptation 


near an empty bed holds the key to helping 
grandma survive dizzy spells. A converted 
washing machine allows her better galactic 
mobility than those silly grocery store electric 
carts (as if the elderly need “vehicular homicide 
of the entire produce section” on their criminal 
record). Whatever situations arise in the game, 
sound reason and “normal” logic won't get 
you much farther than the main menu; for bet- 
ter success, opt for odd when encountering 
almost any puzzle that presents itself. 

All too often, games touting themselves as 
“different” offer more gimmick than gameplay. 
Diverting so much attention to twisting reality 
into reverse reality, these games often wind up 
being too predictable in their unpredictability. 
In this game, the logical blends cleverly with 
the illogical such that neither seems truly fit- 
ting nor grossly out of place. It'll 
take incredible effort to avoid 
spending the entire session with 
Armed and Delirious caught off- 
guard or momentarily stunned. 

Thanks to some zany designers, 
the game feels so at ease with its 
demented state that it imposes 
the same acceptance onto play- 
ers. Part way through the game, 
one leaves the comfortable state 
of sanity. Suddenly, using that 
blow dryer on the rabid farmer's 
wet hair seems out of the ques- 
tion when compared to swallow- 
ing the light bulb to which you 
attached the blow dryer, while 
making romantic advances towards the 
neighbor's bathroom plunger. 

A couple small nits that need picking 
involve the somewhat disorienting interface 
(no, we can’t chalk up grandma’s awkward 
movements to her thong Depends). Also, on 


occasion the puzzles are so unique they bor- 
der on the unintuitive, and require cycling 
through one’s inventory to try every object. 
Sure, handing grandma’s porno magazine to 
the armed guard to distract him seems sensi- 
ble enough. On the other hand, will anyone 
really decipher from pure educated guess- 
work that the airy chicken needs to be affixed 
to the fireplace mantle? Not on the first try. 
Probably not even on the second try. 

For the ravenous lunatic in all of us, Armed 
and Delirious presents the most delicious 
experience in adventure gaming since 
Guybrush Threepwood failed a breathalyzer 
test from consuming too much egg grog. 
Realistically, who could not like a title that 
stores your saved games in a sagging bra? 
-Tim Royal 


I'd hate to see the saw this blade came from 
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Armed and Delirious 

Sirtech Software * www.sirtech.com * 
Requirements: Windows 95, Pentium, 16MB 
RAM, 4X CD-ROM * Multiplayer: None 
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Count on him 
to always crack 
under pressure. 


SCOTT “HEX” MAXWELL 
SPECIALTY: HACKING 


WWw.Vvigilance.com 


HIGH REALISM STRIKE FIGHTER SIMULATION 


The latest in hardcore realism from the engineers of the 
award-winning F/A-18 Hornet 3.0. F/A-18 KOREA, 
brings the realism and quality of genuine military simulators 


to your Windows '95/NT4 PC or PowerMac. 


F/A-18 KOREA is the culmination of over 5 years development 
by a small, dedicated team of engineers and artists who have 
always known what it takes to please the discriminating "simmer". 
Arcade game players need not apply! 


*Texture mapping requires compatible 3Dfx Hardware 
3Dfx Interactive logo, Voodoo Graphics and Voodoo Rush are trademarks of 3Dfx Interactive. 
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flight dynamics of any simulation ever produced, 
without compromising game play. 


Utilizing the latest 3D technology, F/A-18 KOREA, 


is able to provide the industry's highest resolutions and 
frame rates. F/A-18 KOREA, offers texture mapped 
3Dfx Voodoo and Voodoo Rush graphics, as well as 


our own proprietary flat shaded differential scan conversion 
graphics for exceptionally fast and crisp visuals. 
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F/A-18 KOREA's mission creator/editor allow you 
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to design highly intelligent missions 
for each computer controlled pla 
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SOUND LIKE 


Introducing EF2000 V2.0. 
The world’s best flight sim just got a whole lot better. 


PC Gamer says that EF2000 has “everything you could hope for in a high-tech flight 


sim: realism, playability and stellar graphics.” That’s why they named it Editor’s Choice. 


It’s also why it was named 1996 Sim of the Year by Computer Gaming World. But we 
knew you wanted more. And EF2000 V2.0 delivers. 


Russia has invaded Norway, and it’s up to you and NATO’s next-generation EF2000 

fighter to stop them. Fully compatible with Windows 95 and 3Dfx and 
Rendition accelerators, V2.0’s incredible detail brings combat to life, 
and death. Follow the tactical mission planner and dive into one of 


16 different combat scenarios. Or go up against true flesh and blood 
via multi-player or head-to-head network play. And if that’s not 
enough, construct your own air-to-air combat against 32 different 
aircraft so you can prove once and for all who's the best. 


EF2000 V2.0. It’s not a sequel, it’s reality. 
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© 1997 Ocean of America, inc. Ocean is a registered trademark of Ocean Software Limited. Game Program: © 1996 Digital image Design. Designed and developed by Digital image Design Ltd. All rights reserved. Microsoft, Windows and Windows logo are registered trademarks of the Microsoft Corporation. 


The Hangar 


Playability vs. realism — flight school 101 or Top Gun? 


ince the advent of PC flight simulations 

well over a decade and a half ago, the 

realism versus playability debate has 
been escalating gradually. In the distant past 
when flight sims were powered by the early 
8086 chipsets, realism was severely limited 
by the hardware resources available to desk- 
top pilots. With 640k of memory (less the 
considerable chunk required by the operat- 
ing system), CGA graphics cards and tinny 
sound from the internal speaker, it’s no won- 
der most early flight sims were played as 
graphically and audibly Spartan arcade 
games. Over the last few years however, 
incredible advances have been made in the 
PC hardware field. Faster and 
more powerful processors, 
improved motherboard architec- 
ture, high-resolution graphics 
(and the current “hot technology,” 
3D accelerator cards) etc. confer 
upon simulation designers the 
means to model a flight sim with 
the level of detail and exactitude 
that they would have only been 
dreaming about in the late 80s. It’s 
also no exaggeration to say that 
sim designers are reveling in their 
newly enhanced medium; from 
the recent Back to Baghdad and 
AH-64D 
Longbow to 
the upcoming 
Falcon 4 and 
Su-27 2.0, 
highly realis- 
tic and com- 
plex titles are 
continuing to 
pour onto the 
market. 

This raises 
the interest- 
ing question: 
How does a 
gamer, just 
entering the flight simulator genre, learn 
how to master and appreciate these games? 
One readily gets the impression that game 
designers are mainly catering to the hard- 
core flight sim pilot, leaving the inexperi- 
enced novice to muddle through a string of 
arcade or medium complexity sims on his 
own. No realistic simulation exists where a 
novice pilot is tutored and nurtured through 
the entire learning process from kicking the 
tires on the tarmac to his first kill. Some 
designs have made tentative steps in this 
direction; AH-64D Longbow with tutorial mis- 
sions complete with voice-overs readily 
springs to mind, but it can’t be denied that 


the first concern any designer will have is 
with realism, leaving the learning curve as a 
secondary issue. So what can designers do 
to make their ultra complex titles more 
accessible to the humble gamer? 

Probably the easiest overall solution is to 
make as much of the game as configurable 
as possible. Take modern aircraft avionics for 
example. The modern day aircraft is usually 
replete with a host of HUDs with differing 
symbology and MFDs with a dozen or so dif- 
ferent modes ranging from ground/air radar 
to damage status. By allowing the player to 
choose which avionics suites to utilize from 
mission to mission he can gradually build up 


[clockwise from above] 


The detailed instrumenta- 
tion found in Back to 
Baghdad 


Missile inbound! Now 
we’re in trouble 


Back to Baghdad 


his understanding of 
these systems as his 
competence with the 
sim increases. 

Simplified flight 
dynamics can also ease the burden on pilots. 
Removing some of the energy aspects of 
flight by allowing “corner velocities” varying 
from true values, lowering or removing stall 
speeds and reducing the effects of heavy 
ordinance upon aircraft angle of attack can 
all be implemented. This assists new pilots 
by making their aircraft more responsive to 
their control inputs. 

Artificial Intelligence could also be a con- 
figurable quantity but rather than basing it 
on nebulous decisions made by the design 
team, quantify the various aspects and allow 
the player to tailor the Al to his wishes. Pilot 
reaction values, situational awareness skills, 


maximum G turns, use of the vertical, reflex- 
es etc. could all be individually modeled in a 
manner similar to Activision’s upcoming 
Fighter Squadron. Similar endeavors could be 
made with regard to ground based air- 
defense parameters. 

The tutorials in AH-64D Longbow provide a 
solid base for learning how to fly an Apache, 
but why stop there? Why not take this one 
step further in modern fighter combat simu- 
lations and introduce extensive individual 
and team training missions to hone a play- 
er’s skills? As well as basic weapons employ- 
ment and flight training, have the tutorials 
show detailed combat tactics such as “brack- 
eting,” or “scissoring.” Avoiding enemy 
fire is an aspect of flight sims that many 
new pilots have trouble handling; 
there’s no reason why missile evasion 
tactics can’t be simulated with an 
appropriate interactive mission. Finally, 
landing an aircraft can become second 
hand with either your “back seater” or 
disembodied instructor advising you 
step by step. 

And bring back the detailed flight 
recorder. One cannot doubt that the 
ACMI flight recorder found in Falcon 3.0 


back in 1992 made de-briefing after a com- 
bat mission or training session considerably 
easier. Indeed, films emphasizing the highs 
and lows of a fighter pilot’s career were reg- 
ularly traded across the Internet. Use of the 
flight recorder would make post-training 
mission evaluations easier to understand, 
showing where the pilot could improve his 
performance. 

In essence, a sim that allows players to tin- 
ker with as much detail and realism as possi- 
ble is one that will appeal to a wider cross- 
section of individuals. The novice player will 
appreciate the sim for its longevity and 
playability and the developing player will be 
continually challenged as his skills improve. 
As for the hard-core sim jockey; all he has to 
do is crank up all the options to maximum 
and fly with the speed of heat! —Phil Thé 
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Air Combat Advisor 


Part IV: Moving From The BnZ To Make The kill 


s promised, this month we'll finish 
A up the BnZ-to-turning-battle con- 

version strategy. Last time we left 
off discussing how being a little selective 
about which vertical maneuver you use to 
slow down and place yourself in a more 


advantageous attack position can yield 
additional advantages. 


Gettin’ too high 

As you no doubt are aware of by now, if 
you've been following the Air Combat 
Advisor for any amount of time, your energy 
(E) state is always a major factor of consider- 
ation for which maneuver is best for any 
given situation. Vertical maneuvers such as 
the vertical Immelman are good choices if 
your E state is pretty good, but it can actual- 
ly work against you if you have a lot of E. To 
help illustrate why, let’s go back to the basic 
concept behind this tactic. 

Pilots commonly believe that the idea 
behind vertical plane turning is to put some 
distance between yourself and the 
bandit. Although going vertical will 


speed for altitude (more altitude means 
more separation distance). A better choice 
for this situation is a maneuver known by 
some as a Vertical 8, or double Immelman. 
What ever you call it, basically it’s an 
Immelman followed by another Immelman 
(hence the moniker). 

What happens is that rather than 
just trading airspeed for altitude, 
you further bleed E by turning verti- 
cally in the half loop portions of the 
maneuver. This is because every 
time you move the nose of the air- 
plane (more specifically change 
your angle of attack or yaw — which 
is really very similar to AOA but on 
the airplane's vertical axis, so the 
drag penalty is lower due to the rel- 
ative effect of gravity and size of the 
vertical stabilizer) it costs you E. 
(Conversely, note that the half rolls, 
or rolls in general for that matter, 
won't significantly alter your E state 


» Using a vertical Immelman (or other highly 


achieve that goal and correspond- 
ingly reduce the ability of the ban- 
dit to shoot you, what you're really 
after is a vertical angle advantage — 
or more specifically, an angle disad- 
vantage for the bandit where the 
bandit can’t shoot at you. This is 
exactly why these vertical maneu- 
vers are Classified as turning 
maneuvers rather than vertical 
Zooms (the former one depends on 
angles and the latter on distance). 
The problem comes if you put 
too much distance between your- 
self and the bandit (specifically well 
beyond gun range); while it will 
decrease the bandit’s ability to 
shoot you, this actually reduces the 
disparity of E states that we’re try- 
ing to gain. Ideally you want to 
shoot at the bandit when his E is 
lowest, so every second that you 
delay your attack when you have 
this advantage (delays that exces- 
sive separation distances will 
increase), the more time the bandit 
will have to recover E. If you allow 
this to happen, what you’re likely 
to find yourself facing is a head-to- 
head vertical pass rather than the 
more desirable head-to-tail shot. 
Getting back to our situation, if 
you use a vertical Immelman when 
you have a lot of E, you'll end up 
increasing your separation 
because you're merely trading air- 
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vertical maneuver) when you have a lot of E 
will increase separation because you’re merely 
trading airspeed for altitude, and more alti- 
tude means more separation distance 


Y The Vertical 8 or double Immelman allows 
you to bleed more E when you turn vertically in 
the half loop portions of the maneuver 
because every time you move the nose of the 
airplane it costs you E . One additional benefit 
is that by reversing direction twice, you end up 
flying more or less in your original heading 


to any great extent.) 

Although the main advantage to this 
maneuver is it allows you to bleed E and 
reduce your separation compared to a more 
basic vertical maneuver, it also has one addi- 
tional benefit that you may want to be 


ait 
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aware of. By reversing direction 
twice, you end up flying more or 
less in the original heading you 
began your attack at. This can help 
keep the enemy off balance if the 
bandit believes that you're going 
to fly straight over. 

Pulling back hard on the stick for 
the vertical section of a maneuver 
will help you bleed E, but depend- 
ing on the realism and flight model 
setting of your sim, you may need 
to watch for other pitfalls. Blacking 
out from g forces, ripping the 
wings off your airplane (structural 
failure), or getting into an acceler- 
ated stall (where your climb resem- 
bles a descent more than a climb) 
are all signs that you've pulled too 
hard. Finally, time your pull up to 
end up as close to directly above 
the bandit as possible. 

Until next time — overconfi- 
dence can be just as deadly as a 
20mm cannon shell. —Ben Chiu 
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AVAILABLE ON PC CD-ROM 


THE BEST IN FLIGHT SIMULATION HAS JUST GOT EVEN BETTER 


@ FULLY FUNCTIONAL MISSION EDITOR WHICH CAN BE USED TO PRODUCE CAMPAIGNS AS WELL 
AS MISSIONS. @ 3D CARD SUPPORT FOR UP TO 33 FRAMES PER SECOND. @ MULTI-PLAYER SUPPORT WITH DEATH MATCH 
AND TEAM PLAY SUPPORTING NETWORK, MODEM AND DIRECT CONNECT. @ NEW FLYABLE AIRCRAFT INCLUDING THE 
CLASSIC FOKKER D-vil. @® ENHANCED VIEW SYSTEM, INCLUDING A NEW PERIPHERAL VISION MODE. @ NEW LANDSCAPE 


TEXTURING PROVIDING PHOTO-REALISTIC TOWNS AND VILLAGES. @ PLUS FORCE FEED STICK AND MUCH MUCH MORE. 


THERE IS NO COMPETITION, BUY FLYING CORPS GOLD TODAY FOR THE ULTIMATE COMBAT FLIGHT EXPERIENCE 


“FLYING CORPS IS OUTSTANDING” PC GAMER 90% “THE NEW KING OF WW1 FLIGHT SIMS” CGW 4/5 


4 
“THE DEFINITIVE WW1 FLIGHT SIM EXPERIENCE” =7 98) @)1 C= “FLYING CORPS IS. SIMPLY STUNNING” 


KIDS TO ADULTS 
| lou CP-4\, | eae: We -e- Sie in TERUACTIVE COMPUTER GAME ENTERTAINMENT 98% ' 


3DFx LOGO © 1996 3DFxX INTERACTIVE, INC. 


EMPIRE -ENFERACTHIVE -U:.S.: --GALL:?: + 800 .216 9706° WEBSTEFE:Ww-w w.cmpire-us.com 
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Armored Fist 2 


Gimme that ol’ yeehaw fun-factor 


espite some occasionally mixed PR 

and marketing signals from 

NovaLogic, you can’t really come 
down on them for not producing a hard- 
core tank simulation. From ads that pro- 
claim “the ultimate off-road vehicle” to a 
box whose only use of the term realistic 
comes in describing the visual appearance 
of the vehicles, you shouldn't expect 
Armored Fist 2 to provide an ultra-realistic 
tank simulation. If you’re looking for an iM1- 
A2 with better graphics, stop reading right 
now -— this game provides the graphics, but 
realism takes second place to gameplay fun. 
If, however, you're looking for a game that 
sits somewhere in the range of action-sim 
to mid-range sim, then read on; depending 
where on that part of the “realism” scale 
you're looking to play, Armored Fist 2 will 
either be close-but-no-cigar or a whole lot 
of fun. 

The first Armored Fist, which used the 
Original Voxel Space engine, was rightly crit- 
icized for its graphic look — the engine, 
which was developed for the helicopter sim 
Comanche, looked blocky and clunky when 
viewed up : 
close. With a 
Armored Fist 2 
and Voxel 
Space 2, these 
problems are 
largely elimi- 
nated, and the 
graphics over- 
all are 
extremely 
good looking. 
To those more 
familiar with 
the planar look 
of polygonal 
terrain engines (even those with textures on 
them), the fractalized appearance of Voxel 
Space 2 may take a bit getting used to, but 
they still look better than anything yet on 
the market (the nearest competition is at 
least four months off). The vehicle graphics 
are particularly strong, although some of 
the explosion effects are disappointing 
(shoot fuel trucks and they turn into a black- 
ened hulks... maybe they’re all empty?). 
While good looking, NovaLogic doesn’t 
always pay close attention to the theatres 
they modeled; for example, you'll encounter 
Saguaro Cacti in an Iran that looks suspi- 
ciously like the U.S.’s southwestern desert, 
and are those Joshua trees in Belarus? Even 
better than the graphics are the sounds — 
the radio and crew communications in par- 
ticular are outstanding, and add a lot to the 
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game’s atmosphere (in addition to some- 
times conveying information). 

The game has two modes of operation, 
what they mis-term Easy and Realistic — mis- 
termed because Easy can, at times, be quite 
challenging, and because Realistic is only 
“realistic” within the structure of the game 
(call them instead “Standard” and 
“Advanced” and you'd be closer to the 
truth). 

Realistic mode is closer to the middle 
range of simulation realism — while it is more 
involved 
than Easy 
mode, 
many cor- 
ners have 
been cut. 
For exam- 
ple, the 
MPAT 
and 
STAFF 
rounds 
have 
been 


[top to bottom] 


gunner’s position 


machine gun 


merged 
into just 
the STAFF 
round, the 
terrain 
heights 
have been 
exaggerat- 
ed wildly 
(it’s nearly 
impossible 
to set up a decent “hull down” position as 
what would have been a six-foot rise in reali- 
ty is now a very steep, 60 foot ridge line), 
and the tank still performs wonders that real 
M1 tankers can only dream of (have you 
ever seen a multi-ton tank crawling along 
the face of a mesa?). Still, it comes close to 
providing a pretty good feel of operating a 


Trying to take out an enemy Hind from the 


This commander will be lucky if he can 
bag the fleet Frogfoot using just his 


Forming up for a mission at your base; 
sometimes things like cammo nets go 
“clang” when you run into them 


tank platoon from the commander's per- 
spective (something even the hard-core 
games have failed at)... or it would if it 
weren't for a couple of serious flaws. 

First, when you, as the commander, use 
the CITV (commander's independent ther- 
mal viewer) to search for and designate tar- 
gets, the game often doesn’t choose the tar- 
get you are trying to designate. Sometimes 
it chooses a nearby target, sometimes it 
chooses something 90 degrees off the direc- 
tion you're looking in. Apparently NovaLogic 
changed the designa- 
tion routines in the 
game at the last 
minute; if things 
worked like 
described in the 
manual, this mode of 
gameplay would not 
only be more fun, it 
would also be more 
realistic (although 
with the mission 
design, wherein you 
can be outnumbered 
10 to 1 or worse, 
maybe this just 
wouldn't work). 
Almost as bad are the 
actions of the Al dri- 
ver; when you desig- 
nate a target, he 
Snaps the tank hull to 
face in the direction 
of the target, then 
moves it back to the 
direction of the next 
waypoint... taking 
the turret and CITV 
views with him. This 
means you have to 
rotate the CITV back 
to that group of tar- 
gets each time you 
fire, a deadly habit in 
the high-threat envi- 
ronments the game 
puts you in. If 
NovaLogic were to 
fix these points, this 
mode would be a 
blast, as much of the 
rest of it is done right (maybe not realistic, 
but “right” from a fun gaming standpoint). 

The game is best at its Easy mode of play, 
where realism is almost completely out the 
window. Note the “almost”— it doesn’t 
descend into pure arcade mode (no 
powerups, no unlimited ammo, etc), but 
instead keeps some factors of realism 


(ammo runs out, there are reload 
times to consider, etc.) mixed in with 
the action. And there is plenty of 
action - it’s quite a rush to send your 
tank barreling across the landscape, 
with you constantly hitting the 
autolock button in hopes of getting 
in the first shot in an engagement. 
Sure, it’s not at all realistic, but it has 
a great yeehaw factor. 

Despite the element of fun, this 
mode still has some problems, pri- 
marily in the form of the scenarios. 
The box says 50 scenarios, but this 
must include multiplayer ones as 
there are only 42 solo, apparently 
pre-scripted missions (including the 
training missions). While grouped 
into “campaigns,” these are really 
independent missions —-there’s no 
carry over from one to the other, and 
they can be played in any order. 
While some of the missions are easy, 
some are quite difficult, but this diffi- 
culty comes more from overwhelm- 
ing you with opponents than it does 
from outthinking you. Rarely can you 
use realistic tank tactics to win (espe- 
cially in escort missions, where the 
vulnerable convoys — not under your 
control — often charge out into the 
most ludicrously dangerous situa- 
tions); instead you have to figure out 
the puzzle of the mission. This can 
sometimes be fun but is more often 
just frustrating as you play missions 
over and over again. Still, this difficul- 
ty is necessary to extend gameplay; 
once you've completed the missions, 
that’s it- there is neither a mission 
builder nor a random mission generator. 

Multiplayer provides three different 
modes: deathmatch, cooperative (against 
the computer), and red team vs. blue team. 
Deathmatch is just that: give each player 
an Abrams with 40 sabot rounds and see 
how many of the others each can shoot 
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If not for problems playing from the commander’s position the 
“realistic” mode, while not really realistic, could be a lot of fun 


Easy mode is best played from the exterior 
views. Here a mid-range shot shows your 
entire squad formed up in an echelon-right 
formation to protect the convoy strung out 
behind it 


Defensive missions are often the hardest as 
they usually require you to be right where the 
mission designer can concentrate the enemy 
forces 


Because of exaggerated terrain heights you 
can rarely achieve true hull-down positions 


AYNSRE 


EL 
SPEARHEAD 


Sea 


within a given time period. Head-to-head 
deathmatch is fairly dull —- two players on a 
large map means you spend all your time 
driving around looking for the other player 
and constantly clicking on the “designate 
target” button. Because the terrain is so 
exaggerated in the vertical dimension, it’s 
hard to set up ambushes, 
so you have to hope you 
get the first shot in, or that 
you can maneuver quickly 
if that first shot fails. 
Cooperative missions feel a 
lot like single player mis- 
sions except that now oth- 
ers can control those extra 
platoons. Red team vs. blue 
team matchups, wherein 
humans control opposing 
platoons, provide the third 
multiplay option. 

Difficulty doesn’t come 
from smart computer oppo- 
nents but from lots of them 
and from crafty mission 
designs. The Al (either of 
your Opponents or your own 


vehicles not under your direct control) is 
weak to non-existant; it seems computer 
controlled vehicles often don’t “wake up” 
until after you cross certain invisible 
boundaries. This means maneuver around 
the flanks often puts you in a position 
where you can happily shoot away with 
abandon with little threat to yourself. Once 
you cross one of those trigger areas, how- 
ever, watch out. You'll find yourself 


wpe 
i ; 


swarmed with enemies and in quite a fire- 
fight; it’s times like these where offensive 
missions are at their most frantic. Of 
course, if you're in a defensive mission, 
things really get hectic as you're rarely 
given time to take up a solid defensive 
position before the enemy hits you. 

Performance is generally decent; on a 
133MHz Pentium with all the options 
turned on the game sometimes runs 
Slowly in Windows 95, but runs much bet- 
ter in DOS mode. One scenario 
(Peacekeeper in the Secure Peace “cam- 
paign”) suffered mysterious slow-downs 
on two different 133s (the frame rate 
dropped to one frame per several seconds, 
while the action continued unabated), leav- 
ing the mission unplayable on those sys- 
tems, but when checked on a 266MHz 
Pentium Il, the mission ran just fine. 

Generally fun from a “yeehaw!” per- 
spective, Armored Fist 2 is kept from 
“being all it could be” by some question- 
able design decisions. If you agree with 
those decisions, then this is a game for 
you, but other gamers looking for a 
beginning to mid-range sim may want to 
pass; if you’re a hard-core sim fan this 
means you didn’t listen at the start of this 
review and read through anyway, but the 
recommendation remains the same: pass 
on this one. —Scott Udell 


Armored Fist 2 

Novalogic * www.novalogic.com * 
Requirements: DOS, 120MHz Pentium or 
higher, 16MB RAM, 4X CD-ROM + 
Multiplayer: 2-8 players, Internet via Kali, 
LAN, modem, serial 
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She'll make your heart 
skip many beats. 


TASMIN “FURY” LEANDRI 
SPECIALTY: ASSASSINATION 


IF-16 


Flying a bit too close to the ground 


@ F-16... “the definitive simulation of the 
: F-16 Fighting Falcon.” At first glance, 

the caption might imbue the reader 
with visions of a highly detailed physics 
model with six degrees of freedom, a 
dozen highly complex heads-up and 
multi-function display modes, sophisticat- 
ed avionics systems and a plethora of 
accurately modeled weapons. 
Unfortunately, Interactive Magic’s latest 
title dispels that impression from the 
moment the box is opened. iF-76 mani- 
fests itself as a medium-complexity simula- 
tion aimed squarely at a nebulous middle 
ground where it fails to satisfy either the 
hard-core sim jockey or the rookie pilot 
fresh out of flight school. 

The game comes with both DOS and 
Windows 95 versions; alas only one screen 
resolution (640x480) is supported and with 
the detail set to maximum, the frame-rate 
can only be described as “coarse.” With 
some serious hardware however, the 
graphics look very appealing, with 
gouraud-shaded terrain and detailed 
polygonal units. A planned 3Dfx patch 
should improve game performance; by the 
time you read this article it should be 
available for download. 

Gamers who routinely ignore the late- 
breaking “README” files are encouraged 
to change their habits; the file here is a 
comprehensive document that lists many 


additional features added late in the 
design stage. Indeed, the size of the docu- 
ment gives rise to the feeling that the final 
production stages of this sim were rushed. 
The rather sparse flight manual and tutori- 
al booklet, both of which are replete with 
contradictory commands and erroneous 
keyboard mappings, reinforce this opin- 
ion. There are also a few interface bugs 
(such as the non-functioning Restore but- 
ton in the mission planner); a patch to 
address these problems is on the way. 
The twenty or so training missions may 
be well thought-out exercises but lack the 
final polish necessary to ease a new pilot 
into the sim. Missions that start with the 
aircraft already airborne with initial throt- 
tle settings too low to sustain level flight 
and F-15 Eagle’s taxing across your flight 
path as you take off are just a couple of 
the events that make new pilot conver- 
sions a perilous undertaking for the inex- 
perienced. The actual combat missions 
(thirty of them set in the three theatres 
provided: Cyprus, Israel and Korea) are 
diverse and definitely challenging, 
although the bogie count in air-to-air mis- 
sions can reach astronomical levels at 
times. Wingman commands are also limit- 
ed to four basic orders. While “attack my 
target” and “follow me” may be sufficient 
to get you in and out of a furball, they 
aren't conducive to planning offensive 


Either an ex-pilot with no “situational awareness” was re-trained as a Tower Controller ... or 15 
feet separation at take off is SOP at Nellis! 


The aspect angle, range and closure with this Turkish F-16 are probably close to perfect! The pK for 


this Sidewinder is probably in the high 90s 


fighter tactics like “bracketing” or “dragging” 
— unlike what is seen in many other sims on 
the market. 

Once in the air, the minimal number of 
views available doesn’t help a pilot maintain 
“situational awareness.” The ultimate over- 
sight is the lack of an inherent “over-the- 
shoulder” view; the README file instructs 
pilots to toggle to an outside view and then 
pan the view around to “check six.” The “pad- 
lock” or “headlock” view displays useful 
heads-up display (HUD) symbology on screen 
but lacks complete upper hemisphere track- 
ing even though the F-16’s bubble canopy 
gives the pilot a near 360° view. It doesn’t 
bode well for the sim either when the padlock 
view is mentioned in the readme file rather 
than the actual manual. 

The weapons and avionics have also been 
“trimmed back” with only the four primary 
radar modes for air and ground detection 
modeled. This does make the learning curve 
less steep for new pilots but leaves the more 
experienced pilots feeling a bit cheated. 

The physics of the plane are actually quite 
good. The increased angle of attack needed 
when taking off and flying with extra ordi- 
nance, the granularity of the stick when chang- 
ing pitch and rolling, the energy bleed-off dur- 
ing high-G turns, etc. — all feel right (although 
Back to Baghdad purists might disagree regard- 
ing the corner velocity of the aircraft). 

Overall, iF-16 lacks a lot of the sparkle that 
Digital Integration (the designers) showed off 
with their initial Apache release. In many 
respects /F-16 is to Back to Baghdad what 
Apache is to AH-64D Longbow; it's a mid-level 
complexity title that’s aimed at tempering the 


nuances of the simulated aircraft into a more 
manageable simulation for pilots. 
Unfortunately, during the transition from 
design to final product, a lot of what would 
have made the game a classic just didn’t 
make the grade. If you’re just cutting your 
teeth on flight sims, try one of the NovaLogic 
titles as a primer. If you're a Sierra-Hotel veter- 
an who just can’t wait until Falcon 4.0 hits the 
shelves... wait. —Phil Thé 

[After Phil finished his review, I-Magic 
released a patch upgrading iF-16 to version 1.2; 
the patch adds a “check-six” view and improves 
performance somewhat. - Ed.] 


Taking out a barracks with GBU-16s; the other 
flight elements are softening up the runway fur- 
ther to the south 
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iF-16 

Interactive Magic * www.imagicgames.com * 
Requirements: DOS, Windows 95, 9OMHz 
Pentium or higher, 16Mb RAM, 4X CD ROM + 
Multiplayer: 2-16 players, LAN, modem, serial 
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Think of him as an 
anti-terrorist tour guide. 


LORENZO “VIPER” MENEZ 
SPECIALTY: RECONNAISSANCE 
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it's even better when plugged in. 
the stunning new 


gamestick 
From CH products. 


iat 


there is nothing like it. 
anywhere. 


amestick. 
the Future is here 
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SportsWire 


The eternal struggle - realism vs. entertainment 


elcome sports fans to the re-birth 
W of the SportsWire column here in 
the pages of Computer Games 


Sports Plus. Long-time readers will remem- 
ber our old sports columns being a mix of 
reviews and op-ed stuff, but now we’re 
going to respect the magazine's format of 
keeping the columns separate from the 
reviews. So here we go with sports topic 
number one - realism vs. entertainment. 

Is it possible for sports games to be both 
accurate simulations of their sport and also be 
“fun” to a mass-market that may or may not 
actually be interested in the subtleties of the 
game? Do most sports gamers want to spend 
four hours locked in a 1-1 pitchers’ duel or 
would they rather play 10-minute quarters in 
a football 
game and win 
55-49? 

The thing 
Sports game 
fans tend to 
lose sight of is 
that sports 
games are the 
most main- 
stream prod- 
ucts the PC 
has to offer. 
They're social- 
ly acceptable 
(businessmen 
will admit to 
owning Links but not Doom) and they’re not 
in the least-bit abstract to people familiar with 
the sport (try to explain Command & Conquer 
to your grandpa). They also cost a small for- 
tune to produce - the licenses of the proper- 
ties (teams and logos) and players associa- 
tions (the players) combined can eat away 
25% of your potential revenue from a game, 
SO Companies can't afford to be too risky. 

However, the key thing to remember is 
that, as a mainstream product, they have to 
appeal to people’s perception of what a 
sport is like. There may never be 100 shots 
on goal in an NHL game, but many people 
who watch an occasional game on TV prob- 
ably think there’re that many. And there are 
a helluva lot more of those people than 
hardcore sports fans (sad, but true). 

The battle between realism vs. entertain- 
ment is usually targeted directly at the big 
cheese of the sports market, EA Sports. They 
spend a fortune advertising their games on 
TV (and on network TV during sports events, 
not at 3:19AM during reruns of Gilligan’s 
Island on the Unemployed Channel) and their 
games look better than everyone else’s. 
People naturally expect the gameplay to 
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one in Madden 98 


match their 
expecta- 
tions - 
unfortunate- 
ly, everyone 
can't quite 
agree on 
what exactly 
those expec- 
tations are 
(see the NHL 
98 review on page 156). 

There’s little question that EA’s games are 
fun— for most people. However, they and 
every other sports-producing company still 
fall short with most hardcore sports fans. We 
don't just want fun sports — we want realistic 
sports. We want four hour baseball games. 
We want 98-94 overtime NBA games. We 
want 10-7 football scores. Or at least we 
want that to be an option. 

But it seems most sports games can't give 
us that option. Released too late for review 
this issue, | played my second full game of 
Madden NFL 98 and won a game on “All- 
Madden” difficulty 86-28. | was playing the 
Raiders against the Falcons, which is not 


You may see a lot of touchdown catches like this 


Past versions of Front Page Sports Football 
could be tricked with the mighty “death sweep” 
Some people may enjoy the incredibly high 
scoring in a game like Legends 98 


exactly a fair 
match-up, and 
Jeff George 
managed to 
throw nine 
touchdown 
passes to James 
Jett. Allin the 
fourth quarter. 
All by running 
the exact same 
play. If you read 
the review of 
Legends Football 
98 in the 
December issue 
[CGS+ 85, page 
221], you'd 
know this isn't a 
unique problem. 
However, this 
is where real- 
ism, or lack 
thereof, kills the 
entertainment 
factor of a 
game. Most 
football games 
have suffered 
from “killer 
play” syndrome 
—| remember a 
sweep that 
would score a 
TD on every 
play in Joe 
Montana 
Football, and | 
designed my 
own “Death 
Sweep” in Front 
Page Sports 
Football Pro 95 
that would 
guarantee over 


100 yards rushing per game. 

Most casual sports fans probably never 
discover these flaws. Or maybe they don't 
care, because frankly, throwing nine TD 
passes in one quarter was a helluva lot of 
fun. But what're we hardcore sports fans to 
do? Lower our expectations? 

Nah. The future will probably be much 
like the present. You'll keep multiple games 
for multiple purposes. Want to run up some 
points? Play Madden. Want to simulate a few 
seasons? Go for Front Page Sports Football. 
Want to run up some points while simulat- 
ing multiple seasons? Er... maybe next 
year’s models will finally offer that feature.... 
—Steve Bauman 
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Star Wars Rebellion 


LucasArts 


A game of galactic expansion and domination, Star Wars 
Rebsifon takes grand strateay to 3 new evel as players vie: 
fSt cooteol of the keswe Star Wars galany. 
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NHL 98 


Beauty and the Beast 


hich would you prefer: a girl- 
friend or wife who was absolutely 
gorgeous, but had the brains of a 
rock, or an average looking lady who could 
discuss everything from politics to sports? 
A movie with tremendous awe 
inspiring special effects and a 
water-thin plot, or a movie 
with standard settings and a 
great story? 

Which would you prefer: a 
game with graphics and sound 
that stop people in their tracks, 
but relatively poor Al, or a game 
that is boring to look at but has 
excellent Al? 

The answers to these ques- 
tions vary for different people, 
but for NHL 98, perhaps more 
than any other game in recent 
memory, your answer will deter- 
mine whether you think this 
game is a major masterpiece or 
one of the biggest disasters in 
the history of ™ 
sports games. 

Let’s start 
with the good: 
the features 
that everyone 
will agree EA 
Sports got 
right. The 
game’s presen- 
tation, the 
graphics and 
sounds, are 
arguably the 
best ever seen 
in a sports : | 
game, andper- Le =. 
haps as impressive as in any game of any 
type. If you have a 3Dfx video card (the only 
3D accelerator supported), this may be the 
game you use to show off your card. Each 
arena in the NHL is lovingly recreated; for 
example, as the last strains of the national 
anthem are being sung at the start of each 
game, one sees the scoreboard, retired jer- 
seys and championship banners hanging 
from the rafters. The game starts with com- 
mentary from the two announcers; as each 
goalie is shown adjusting his mask and anx- 
iously banging the ice with his stick, a TV 
style overlay displaying their current stats. 
The announcers’ commentary is appropriate 
to the stats for the goalies, as it is through- 
out the game. In fact, the announcers are 
done extremely well, throwing out com- 
ments and statistics during the game and 
playing off of each other, adding to the feel- 
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ing of watching a television broadcast. 

The rest of the graphics in the game are 
equally top rate. The player animations are 
generally excellent, with little touches such 
as the players checking their sticks and wip- 


stats 


are displayed 


SAA 
+ ee 


ing their brows during 
breaks. One feature that can 


be a bit, well, weird, is the 
players’ faces: each player 
has a copy of that player's 
real-life face glued onto the 
polygonal body. While this 
generally works pretty well, 
there can be strange artifacts 
of the process, e.g. darker- 
toned faces pasted onto a 
lighter-colored neck. Other graphics are top 
notch, from the crowd to the aforemen- 
tioned arena details to the very legible signs 
on the boards. During game breaks, a player 
will be shown in close-up mode with a 
graphic overlay, TV-style, displaying some 
type of statistic about the player and 
accompanied by a discussion of said player 
by the announcers. 
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Rinks such as Joe 
Louis Arena are very 
well reproduced 


Each game starts by 
displaying goalie 


Television style facts 
about various players 


A great deal of attention has been paid to 
the sounds in NHL 98; the crowds chant and 
cheer appropriately, without the feeling that 
one is listening to a taped loop. The crowd 
can be heard to chant for their home team, 

using the actual team name, the 

organ will play songs which often 
differ from arena to arena, and EA 
has even licensed and included 
some familiar pop songs that are 
commonly played at sports 
events. All of this is presented in 

surround sound and results in a 

feeling of not so much watching 

an NHL game on television as 
much as actually being in the 
arena. Folks, when it comes to 
eye and ear candy, it just doesn’t 
get any better than this. 

Ah, but what about the actual 
hockey game? There is a hockey 
game included, right? Well, that’s 
not as easy a question to answer 
as one might think. 

First, everything about NHL 98 
would lead you to think that this is 
intended to be a simulation of NHL 
hockey. Let’s take a look at the box: 
updated NHL team rosters and play- 
er ratings; NHLPA and NHL licenses, 
allowing inclusion of real players 
and teams and team logos; coach- 
ing strategies; a statement calling 
NHL 98 “the most realistic.....hockey 


throughout the game 


game ever made”; “Stanley Cup® proven 
intelligence from Colorado Avalanche coach 
Marc Crawford”; everything here screams 
“authentic simulation of NHL hockey.” 

Wrong. 

If what you're looking for is an accurate 
simulation of NHL hockey, look elsewhere. 
NHL 98 fails miserably as a hockey simulator. 
First, the game plays much too fast. Real 


NHL hockey is a very fast, very fluid game, 
but if you are playing NHL 98 and tune into 
an NHL game on television, the players on 
the real ice will appear to be skating 
through syrup. The animated characters in 
NHL 98 skate around at a frantic pace, Zoom- 
ing from one end of the ice to 
the other at speeds that 
Federov and Gretzky can only 
dream of. Players will watch a 
pass go by without a thought of 
reaching their stick out to grab 
it, and heaven forbid that they 
should ever move backwards to 
grab a loose puck or pass. On 
powerplays, players position 
themselves well in front of the 
goal; however, they will never 
move to get open when cov- 
ered — they are quite content to 
stand still while completely 
blanketed by a defensive player. 
Likewise, the computer can be a 
bit puzzling on defense at 
times, e.g., passively watching a 
dump come through their zone 
while you whiz by them to pick 
it up. In general, the Al just 
doesn’t play like real hockey. 
There are numerous other 
reasons that NHL 98 is a poor 
simulation of real hockey, but 
the one that demands special 
attention is the way the game 
handles shooting, scoring and 
the goalie Al. In the NHL, teams 
average somewhere around 20 - 


30 shots a game, a game consisting of three 
twenty minute periods, and it is not unusual 
for a team to occasionally have no shots on 
goal in a period. In NHL 98, using ten minute 
periods (versus the real life 20 minute peri- 
ods), it is very common for the human player 
to have 60-80 shots on goal per game. This 
is very demonstrative of the difference in 
how this game plays vs. a true hockey simu- 
lation; the shots on goal are a reflection of 
the style of the game. 


[top to bottom] 


While several offensive 
strategies are available, 
only a select few will pro- 
duce goals 


The Replay mode is quite 
well done, with a pletho- 
ra of options 


Good luck scoring a 
straight-in shot on the 
computer super-goalies! 


And this is also reflective of a very funda- 
mental flaw in the game, namely how goals 
are scored (and not scored). If one discounts 
the occasional claimed Al hole which allows 
for easy goals (which, quite frankly, are diffi- 
cult to reproduce consistently), a hockey 
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simulation should reward 
good passing, play setup, 
and waiting for the good 
shot. This is why NHL players 
don't blindly shoot the puck 
at the goal every time they 
touch it, and why the shot at 
goal numbers are relatively 
low in real hockey games. In 
NHL 98, straightforward shots 
on goal, for example a streaking player com- 
ing down the middle and hit with a pass 
from the wing, have almost no chance of 
going in (everything here refers to Pro and 
All-Star mode; Rookie mode is a scoring 
fest). Literally hundreds of times, a player 
will work for a good shot from an open play- 
er, patiently planning and passing, only to 
have that shot from the perfect scoring posi- 
tion bounce off of the brick wall that is the 
computer goalie. Goals are almost exclusive- 


80 % 


ly scored on rebounds and quick one-timers. 
There’s nothing wrong with those types of 
shots going in, but they should not account 
for all of the goals in the game. After seeing 
perfect set-up after perfect set-up being 
rejected, the player eventually realizes that 
the only way to score is to 
select a “flood the goal” 
strategy, shoot like crazy, 
and wait for the rebounds 
to go in. It just isn’t real 
hockey. 

If it’s not a simulation; 
how enjoyable is NHL98 as 
an arcade game? It 
depends on what you’re 
interested in. If you don't 
care about the lack of simi- 
larity to real hockey, and 
graphics and sound are 
paramount to your gaming 
experience, NHL 98 may be 
exactly what you're look- 
ing for. The gaming envi- 
ronment, the sights and 
sounds 
and over- 
all game 
presenta- 
tion, are 
incredible. 
If this is 
what 
you're 
looking 
for, you 
would be 
best 
advised to 
turn the 
difficulty 
down to 
Rookie (to 
get 
around 
the “super-goalie” frustration mentioned 
earlier), which will result in more arcade-like 
11 - 9 scoring extravaganzas. 

If you are looking for a hockey sim, this 
will be a one star game for you. If you are 
looking for an arcade game with stunning 
sights and sounds, and it doesn’t matter to 
you that the gameplay has very little sem- 
blance to real hockey, this could be a five star 
game for you. Take the average of the two, 
and there’s your final rating. Jeff Lackey 
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NHL 98 

EA Sports * www.easports.com * 
Requirements: Windows 95, 90 MHz 
Pentium or higher, 16 MB of RAM + 
Multiplayer: 2-8 players, Internet, LAN, 
modem 
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“Did you know you get a free 
copy of Hoyle® Blackjack when 
you buy any other Hoyle’ game 

at Computer City?’’ 


“No, I didn’t. 
And I bet you didn’t know 
the Queen was hanging out with 
some joker the other night. ’”’ 


What a bunch of cards. But it’s true: Buy any Hoyle® game at Computer City-and you'll get Hoyle® |@ NE 
Blackjack for free—a $15 freebie. Choose from our hotoffthe-CD-press Classic Board Games, or these collec- 
tions: Casino, Classic Card Games, Poker, or Solitaire. Unlike the cheesy games that came on your “ac 
computer, these are fulHblown productions, with features like internet play, and a cast of sharp-tongued, 
animated characters for you to compete against.This offer is good at Computer City, November 


through January, while supplies last. So get down there before some other joker beats you to it. 


 ONISY On 


©. 1997 Sierra On-Line, Inc. ® and/or ™ designate trademarks of, or licensed to Sierra On-Line, Inc., Bellevue, WA 98007. Sierra® is an official licensee of Hoyle® division of Brown & Bigelow, Inc. All rights rese 
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Monday Night 
| Football ’98 
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ABC tries hard but 


comes up with FPS: 
Football Lite 


arning bells chime when we are 
W faced with a product like 
Monday Night Football '98. First 


of all, it’s a licensed product, others of which 
are often mere shells of the original entities. 
Secondly, the first Monday Night Football was 
a failure, with poor performance, controls and 
visuals. With these marks against it, it’s hard 
not to dive in with some trepidation, expect- 
ing the worst. And while the game is far from 
being the worst football game on the market, 
it still misses the mark. 

This first impression you get from the game 
is that a lot of thought went into it. Almost 
everything is customizable, from the joystick 
settings to the players themselves to a well- 
designed playbook. The players are fully real- 
ized, and editing them is a snap. Different 
positions are given different skills — for 


The Giants find themselves in a familiar position - the opposition 
marching across midfield 


instance, quarterbacks are not only rated for 
pass accuracy and arm strength, but also for 
the pass release (the time taken to throw the 
ball) and rolling-out skills (both left and right 
are rated separately). Running backs and wide 
receivers are not only rated at rushing and 
receiving, but also the ability to run after initial 
contact. The team management screens are 
also well done, and you can assign players to 
different positions by utilizing a depth chart. 
There are also gameplay features that are 
hard-to-find in the competition. Quarterbacks 
can be hit just as they release the ball, and will 


Forget playing on astroturf - should they have to play 
in blue rain, too? 


occasionally improvise on a broken play. Each 
team has its own playbook full of custom 
plays; and there is a coaching profile that 
allows you to edit the team’s tendencies in an 
easy fashion—make one team more likely to 
adopt a run-and-shoot, another to grind it out 
on the ground, and so forth. Both of these fea- 
tures go a long way toward giving you the 
feeling of each team being a separate and dis- 
tinct entity. 

A weak area of most sports games, the 
play-by-play shines in Monday Night Football 
98. The commentary from Al Michaels is suc- 
cinct and accurate, and Dan Dierdorf will 
occasionally chime in on an interesting play 
like an excited schoolboy, but his comments 
are never inappropriate. 
It's wise to leave the 
announcer option on, 
since Michaels will occa- 
sionally slip in a useful 
observation, like the 
occasional remark on a 
player’s ability in a situa- 
tion or lack thereof. 

During games, players 
perform to their real abil- 
ities, and the stats reflect 
that, even in QuickPlay 
simulated games. One 
exception — running 
backs still seem to churn 
out only two yards a 
carry; and while the best 
are able to manage 4.5-5 
yards a carry, it’s usually 
due to an occasional 30- 
40 yard run. That said, the stats are within the 
bounds of reason. 

Unfortunately, the gameplay itself is the 
worst in many a moon. On a 133MHz Pentium, 
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Monday Night Football ‘98 

ABC Interactive * www.abcinteractive.com * 
Requirements: Windows 95, 100MHz Pentium 
or higher, 16MB of RAM, 2X CD-ROM + 
Multiplayer: 2-4 players, Internet, LAN, 
modem, null modem 
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“Impenetrable” 
is not in his very limited 
vocabulary. 


JOHN “BLUTO” BLUTANSK| 
SPECIALTY: DEMOLITION 


LENCE, REVOLUTION; GENOCIDE, AND OCCASIO 
| ALL OUT WAR. 
JUST ANOTHER DAY IN THE GALAXY. 


So what if it’s not politically correct? It's a game. A strategic challenge that tests your mettle as well as 
your mind. See, while you're blowing away ships from the baddest races in the galaxy, you've got to build 
your own killer space armada. If you survive. Star Command Deluxe. Not just your everyday blood and gore. 


_ Unlimited free on-line play! 
KIDS TO ADULTS 
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WY MARKETING SERVICES, INC. 


Available 11/97. Impatient? Download the demo @ ee 
CONTENT RATED BY 
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Cincinnati 
sPcTiitiittig:: 


Minnesota 
Chicago 

San Diego 
New Orleans 
Tampa Bay 
Detroit 
Denver 
Seattle 

New York Giants 
AParmsilitl its 
Kansas City 
Oakland 


WEEK 2 


Carolina 
Atlanta 
Tennessee 
Miami 

New England 
indianapolis 
San Francisco 
St. Louis 
Washington 
Pittsburgh 
Green Bay 
Philadelphia 
Dallas 
Arizona 


Note the game times - one Sunday night, and, of course, one Monday night 


the game’s frame rate is painfully lethargic, 
even with all graphic options turned off, and 
on a faster machine the play is only minutely 
better. The player animation is poor, appear- 
ing as if each player has just five frames of 
animation. The sound effects, while some- 
times clever (the home crowd will start chant- 
ing “dee-fense” when the opposition has 
short yardage), are unspectacular. 

Even worse, the controls are frustratingly 
sluggish. On offense, the play will often be 
so jerky that the players will actually jump 
from spot to spot. However, the game does 
allow you to select the play and let the com- 
puter players execute it (which they do capa- 
bly), but you may choose to take over at any 
time. (An odd quirk makes the four and six- 
button joystick configurations lack the 
action/hike ball button, which the user must 
program himself.) 

QuickPlay games will be very familiar to the 
Original Front Page Sports: Football owners. 
Simulation takes a very long time - about 30- 
45 minutes to simulate one 
week, which adds up to over 
nine hours per regular season. 
Also, when you simulate a week, 
you Cannot interrupt it and 
come back without completely 
sacrificing the simulation. There 
is NO career option, and perhaps 
this is the fatal flaw of the game. 
Without this possibly redeeming 
feature, it’s impossible to over- 
look the major gameplay flaws. 

It seems that the creators of 
this game were more focused on 
the multimedia aspects of this 
game. It is made by a television 
network division and it shows; 
much of the game is made to 
resemble a football broadcast. 


For example, the main screen is dazzling. 
Moving the mouse over different parts of the 
screen animates little films, some of which are 
highlights associated with the teams selected 
to play. Little statistical touches also abound, 
like drive analysis screens (which show all of 
the game’s drives, even on simulated games). 
There are statistic “flashes” that pop up now 
and then (“Troy Aikman in this game - 1 TD, 1 
INT”); and the now-omnipresent “game box” 
continues to show the score, time, and situa- 
tion just like a real televised game. 

While there are small, shining touches, the 
basic gameplay and engine seem to have 
been neglected to make this a prettier prod- 
uct, rather than a hardier one. It is analogous 
to a Fabergé eggshell surrounding a lead 
center. Nonetheless, Monday Night Football 
‘98 is an improvement over the original 
game, and if future endeavors give us more 
intuitive and fluid action on the field, a real 
Front Page Sports killer could be on our 
hands. —Jonah Falcon 
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A gorgeous menu screen greets the player 


Improved graphics mean brighter 
explosions, greener terrains, bloodier war. 
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Hardcore, multi-player, Windows 95 action. 
Fight it out over the Internet, free. 


Build alliances with alien races, learn their 
technologies, then annihilate them. Ouch. 
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Available 11/97. Impatient? 
Download the demo @ 
www.metro3sd.com 


The name of the game is the future. 
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Worldwide Soccer 


More console sports action for your PC 


orldwide Soccer is a PC port of Sega's 
W popular Saturn console game, a 
hybrid that attempts to be an acces- 


sible, easy to play game with enough options 
to make things interesting. Playing options 
include a range of 
modes, from 
Exhibition to World 
Cup tournaments. 
The tournament 
modes are imple- 
mented well and 
working through 
qualifiers to the 
World Cup tourney 
can be entertaining. 
The players are all fic- 
tional; Sega has, how- 
ever, included an edi- 
tor that allows you 
easily to change play- 
ers’ names. A variety 
of stadiums are avail- 
able, and weather 
actually makes a dif- 
ference: in rain, you 
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A wide variety of offensive schemes are available 


can see the ball being slowed down by the 
soggy pitch. Also, Worldwide Soccer offers a 
surprisingly large number of strategic options 
on both offense and defense. 

The graphics are adequate; player anima- 
tions are fairly well done, with injured players 
clutching their knees and ball handlers stum- 
bling when challenged hard (although the 
players all look identical). Game control, using 
a gamepad, is excellent, with all buttons uti- 
lized and configurable. The game’s ebb and 
flow feels like real soccer, passing and shoot- 
ing are solid, and (with one glaring exception) 
your teammates seem to play with a mod- 


icum of intelligence. So, what’s not to like? 
Unfortunately Worldwide Soccer has a few 
flaws that, depending upon what you are 
looking for in a PC soccer game, may be either 
minor irritants or fatal flaws. The crowd noise 


is an extremely repetitive 
loop, and the commentator 
has a limited range of phras- 
es, which are often inaccu- 
rate. However, the most 
serious flaw is surprising, 
considering the game’s gen- 
erally fine Al: the goalies are 
often amazingly stupid. The 
goalie will go all the way to 
the top of the penalty box 
on acorner kick, leaving the 
opposition with simple 
shots into an undefended 
goal. The keeper will stop 
an easy lob into the box 
with his chest, then stand 
immobile beside the ball 
while an opposing striker 
takes it and scores the easy 
goal. Very frustrating. 

Overall Worldwide Soccer is an entertaining 
soccer game that plays remarkably like real 
soccer; if they fixed the goalie Al, this one 
could be a winner. —Jeff Lackey 


xk kK 

§ Worldwide Soccer 
Sega Sports * www.sega.com * 
Requirements: Windows 95, 9OMHz 
Pentium or higher, 16 MB of RAM, 2X 
CDROM * Multiplayer: 2-4 players, Internet, 
LAN, modem 
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So accurate, 
she can do her job 
with one eye closed. 


AMY “KESTREL” LEONG 
SPECIALTY: MARKSMANSHIP 


AIR WARRIOR* II ALIENS “ONLINE 


MULTIPLAYER BATTLETECH® LEGENDS OF KESMAI” 


JACK NICKLAUS’ CLASSIC CARDS” STARSHIP TROOPERS” 
ONLINE GOLF TOUR ONLINE 


Aliens is-a trademark of Fox Inc. and-used under license. CatchWord is a trademark of Discovery Communications, Inc. and used under license. BattleTech is a registered trademark of FASA Corporation and used under license. Harpoon Onliné is a trademark of Larry Bond and Chris 
Carlson and used under license, Online Casino and Classic Cards are trademarks of Masque Publishing and used under license. Starship Troopers is a trademark of Columbia Tri-star Inc..and used under license. Jack Nicklaus is a registered trademark of Golden Bear international used 
under license to:Accolade Inc, Air Warrior, GameStorm and Legends of Kesmai are trademarks of Kesmai Corporation. © 1997 Kesmai Corporation. All rights reserved. 


ONLINE CASINO” 
HARPOON ” ONLINE CATCHWORD “ 


Forget the box. 
Forget limits. 


Forget small. 


_ Brace yourself for the future of games. 


Populated by thousands. 


Real people. Real battles. Real adventures. 


This is the great unknown. 


This is GameStorm. 


$9.95 a month—all games 


ee unlimited play 
_. first month free l C Play 
: WwWwW.gamestorm.com 


The War of the Chipsets II 


Some new contenders vie for 3Dfx’s title of best 3D accelerator 


t started off as a battle between compet- 
ing 3D accelerator chipsets from 3Dfx and 
Rendition. That battle was won by 3Dfx 
and gamers crowned it “King of the 3D 
Chipsets” in spite of its higher-cost and 
requirement for a separate 2D card to func- 
tion. The last year has seen an evolution from 
multiple Rendition cards on the market to 
multiple 3Dfx cards, and the latest batch add 
features like 2D acceleration and TV outputs. 

However, there are some new challengers 
ready to take the crown from 3Dfx. The 
time’s right for round two of the chipset 
wars, SO we’ve accumulated a few of the 
new 3Dfx cards and some of the challengers. 
In the coming months, we'll look at new 
offerings from Matrox, ATI and NEC as well. 

All of the tests were conducted on the 
Same machine, a 266MHz Pentium II with 
64MB of RAM. As a control, the machine was 
tested with a Matrox Millennium II and an 
Orchid Righteous 3D (a 3Dfx Voodoo card). 
Its 3D WinMark scores are 53 for the Matrox 
and 191 for the Righteous. 

The testing consisted of installing each 
card, running benchmarks on them, installing 
and running the bundled software, and then 
running a Direct3D game, Red Orb’s Take No 
Prisoners, and monitoring its FRAMERATE 
command with and without 3D acceleration 


intense 3D 


at 640x480. As a control, the Righteous 3D 
gave 30FPS accelerated, the Matrox 20FPS 
accelerated and 16FPS unaccelerated. 

One observation: after spending a week 
installing and testing cards, let’s just say 
Plug and Play does work from time to time. 
All of the cards installed and ran perfectly 
during testing. 


Jaton Blaze 3D 

A low-cost card based on a Trident 3D 
chip, the Blaze 3D isn’t much of a 3D accel- 
erator card. It turned in the lowest 3D 
scores, but performed adequately in the 
DirectDraw tests. 

In our informal Take No Prisoners test, the 
card turned into a 3D decelerator. It man- 
aged a measly 10FPS, and its lack of support 
for transparencies caused graphic glitches. 
Running it without acceleration enable pro- 
duced 16FPS, a competitive figure. 

The Blaze 3D can’t be recommended as a 
gaming card. Its respectable 2D perfor- 
mance makes it a decent choice for a non- 
gamer’s machine. 


Intense 3D Voodoo 

Cards based on the 3Dfx Voodoo Rush 
chipset (which combines 2D and 3D) have 
received a lot of bad ink due to problems 


°= Gamer fx 
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with drivers and a perceived performance 
gap with the regular 3Dfx cards (which 
require a 2D card). Our testing illustrated 
that gap. All of the benchmarks showed the 
Rush to be about 10% slower than the other 
3Dfx cards. Take No Prisoners managed 
24FPS in Direct3D mode, which doesn’t 
compare well with the other cards’ 30FPS. It 
managed 16FPS without acceleration 
enabled. 

The software bundle, though, is fantastic, 
with the Direct3D version of Moto Racer, a 
3Dfx version of Turok: Dinosaur Hunter and 
best of all, a 3Dfx version of AH-64D 
Longbow. Unfortunately, 10% is 10%. If you 
can live with that deficiency, the Intense 3D 
is an excellent card. 


Maxi Graphics Gamer 3D 
From France’s Guillemot International, the 
Maxi Graphics Gamer 3D is functionally iden- 
tical to the first-generation 3Dfx-based cards 
such as the Diamond Monster 3D and the 
Righteous 3D. Its performance was identical 
to that of the Pure 3D and the Righteous 3D. 
It ships with full versions of UbiSoft’s POD 
and Sub Culture, both high-quality games 
that show off the power of the accelerator. 
Priced competitively with other 3Dfx cards, 
it’s definitely worth a look. 


Blaze 3D Vinson 


Manufacturer 
Intergraph 


2D Chipset 
Alliance AT25 


3D Chipset 
3Dfx Voodoo Rush 


Memory 
6MB 


Bundled Games 
AH-64D Longbow, 
Moto Racer, Turok 


Price 
$229 
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Maxi Graphics 


Gamer 3D Pure 3D 


Manufacturer 
Canopus 


2D Chipset 
N/A 


3D Chipset 
3Dfx Voodoo 


Memory 
6MB 


Bundled Games 
None 


Price 
$179 


Pure 3D 

The drivers Canopus included with their 
Pure 3D card caused 3D WinBench and Take 
No Prisoners to crash. Restoring the generic 
3Dfx drivers supplied with DirectX 5.0 solved 
the problem. Once up and running, Take No 
Prisoners generated the usual 3Dfx 30FPS. 

The Pure 3D is the first 6MB 3Dfx card, 
with 4MB of texture RAM instead of the 
usual 2MB. While it performed identically to 
other 3Dfx cards with most benchmarks and 
software, using a “large 4MB scene” in 3D 
WinBench showed an enormous gain over 
the regular 3Dfx cards (the Pure 3D man- 
aged 26FPS to the others’ 8FPS). The extra 
RAM may eventually make it the fastest card 
on the market, but most software is written 
with the 2MB limitation of every other 3D 
card in mind. 

A bare-bones card, the Pure 3D ships with 
no software bundle and passes the savings 
on to the consumer, which makes it an 
excellent buy for the hardcore gamer. 


Velocity 128 

Powered by the nVidia Riva 128 chipset, the 
STB Velocity 128 is the fastest 2D/3D accel- 
erator currently on the market. It blasted 
through all of the tests, posting the fastest 
3D WinMark score and bettering all of the 
other 2D cards in many of the DirectDraw 
tests. In the real-world, it proved to be a 
superb performer as well, with Take No 
Prisoners generating 31FPS accelerated and 
17FPS unaccelerated. It’s the most complete 
2D/3D package currently available, and the 
only card on the market that can be recom- 
mended over a 3Dfx-based card. 

For Direct3D games, at least. The software 
bundled with the card nicely illustrates its 
only problem — where’s the native software? 
Of the three games that ship with the card, 
one supports Direct3D (Moto Racer) and the 
other two aren't even 3D accelerated (FIFA 
97 and Interstate ‘76, though there is a D3D 
patch for the latter). 

OpenGL support is promised for the 
future, which may make the card compati- 
ble with games like Quake and Hexen II, but 
until that happens, the Velocity 128 remains 
the best Direct3D, but not the best 3D card, 
on the market. 


The final word 

lf you're in the market for a 3Dfx card, shop 
price and bundle. It’s tough to recommend 

one over the other based purely on perfor- 

mance, though the Pure 3D may have more 
“legs” than the others, assuming games will 
Start requiring 4MB of texture RAM. 

The Velocity 128 presents an interesting 
problem. It’s fast, but its 10% speed boost 
isn't that impressive when you consider the 
nVidia chipset has come to market well over 
a year after the 3Dfx. If the future’s 
Direct3D, the Velocity is a superb buy. If the 
future’s OpenGL, we'll have to see. For the 
present, it gets our “Stamp of Approval” for 
being the best 2D/3D card combo on the 
market. —Steve Bauman 


3D WinMark 


Blaze 3D 82.1 
intense 3D Voodoo 173 


Maxi Graphics Gamer 3D 


Pure 3D 191 


Velocity 128 


0 50 100 150 200 


VADER ica eDle-\ im a-lace)aiit-lile= 


Test Blaze = Intense _ Velocity 
Animate Screen Size, 640x480 153 172 242 
Animate Screen Size, 800x600 | 146 | 168 3 238 
Animate Screen Size, 1024x768 | 142 (161 ) 237 
Animate Color Depth, 8 bit 353 : 172 | 241 
Animate Color Depth, 16 bit 115 : 83.3 | 196 
Animate BitFast ol > eee 
Animate Bit 151 172 241 
Animate Solid ae es 
Animate Transparent 3 159 : 172 : 260 
Animate Full Screen | 95.7 3 66.4 — 165 
Animate Windowed | 84.3 64.8 | ray a 
Animate Clipped : 85.9 | 675 5 ore 
Animate Memory, video/video : 153 | 172 241 
Source in system, Work area in video : 75.3 | 992 i 2395 
Source in video, Work area in system ; WS : 130 | 77.4 
Source in system, Work area in system 116 : 131 | 77.3 
Animate BLT size, 256 pixels 3 32.8 | 71.6 ~—= 53.9 
Animate BLT size, 1024 pixels — 76.3 | 124 | 119 
Animate BLT size, 4096 pixels | TSS : 172 : 241 
Animate Stretch, Solid, 2.0x, 8 bit 3 10.8 14.9 | 43.4 
Animate Stretch, Solid, 1.7x, 8 bit | 3.53 3.83 : 37 
Animate Stretch, Transparent, 1.7x, 8 bit : 3.76 | 3.88 36.5 
Animate Stretch, Solid, 1.7x, 16 bit 297° 329-723 
Fill Color Depth, 8 bit color : 15.9 | 514 320 
Fill Color Depth, 16 bit color | 343 = =253 691 


Numbers represent million pixels/sec. Higher numbers mean better performance. 


The performance tests were conducted using Ziff-Davis® 3D WinBench 97® Version 1.0 and WinBench 
97® Version 1.1 on an IMS Extreme with a 266MHz Pentium Ii MMX CPU, 512K RAM cache, 64MB EDO 
RAM, 4.3 GB EIDE hard drive with 256K cache running Windows 95 OSR2 with a FAT32 file system. All 
drivers were current as of 10/28/97. The tests were performed without independent verification by 
Ziff-Davis and Ziff-Davis makes no representations or warranties as to the result of the test. 
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Ultima Online: The debate begins... 


[Editor's note: The Ultima Online review 
appeared on our web site a few weeks before 
this issue went to press.] 


| feel Robert Mayer's review of Ultima Online 
[pg. 66] is a little harsh. I’ve been playing it 
for about three weeks now and consider it 
the best role-playing game, if not the best 
game, ever. He criticizes the depth of the 
game, which is exactly what most of the 
players enjoy. None of us want to be able to 
jump into a game and be the “Grand 
Master” immediately and be able to kill any- 
thing in sight. What's the fun of that-you 
may as well keep playing Duke Nukem. 

Finally a game has come along that forces 
you to use your brain and not just brawn to 
play effectively. A smart player can as effec- 
tively debunk a formidable monster as well 
as a strong player. The idea of making one 
work up to a status is much more rewarding 
than being able to type in some cheat codes 
when you get stuck or want to go ona 
senseless rampage for wealth and fame. 

Ultima Online allows players to go and do 
things that were never thought possible a 
year ago, and its never-ending. It’s a new 
game every time you log on, with the 
potential to expand the game, add new 
quests, creatures, or to make parts more dif- 
ficult or easier. Players write stories of there 
adventures that keep you enthralled like any 
novel you have ever read, you only need to 
go to www.uovault.com to see the enthusi- 
asm players experience. 

New cities, new dungeons, monsters, 
skills, and weapons are just the tip of the ice- 
berg that Origin can modify delete or add to 
a never ending fantasy world. Sure, Origin 
has their headaches that probably won't be 
eased for some time to come, but for those 
who are tired of the same old adventure and 
the game dictating what you can or cannot 
do, Ultima Online is a breath of fresh air in 
the entire gaming community, and | 
applaud Origin for their determination of 
“pushing the envelope” and being far ahead 
of other companies with their vision. | for 
one hope it never ends-instead having to 
shell out another $50.00 for a new game 
that will find its way to the shelf after com- 
pleted, I’m getting a new game every month 
for $9.95. See you on the battlefield. 

Xozone 
Novice Warrior, Atlantic Server 


| have never bothered to reply to any inane 
article | have found on the web, but your 
article “reviewing” Ultima Online was noth- 
ing short of the worst analysis | have ever 
seen. To begin with, did Mr. Mayer bother to 
spend more than 10 minutes playing before 
coming to his short-sighted, far from accu- 
rate comments? 
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This is a multi-user RPG, with all the limi- 
tations inherent in the genre. Of course 
there are technical issues to deal with, and 
of course there are some problems with lag, 
but | run on a 28.8 modem, and | have never 
had enough lag that the game could be 
considered unplayable. In fact, it’s usually 
smooth as silk. 

Now, to address some of his complaints: 

“| can tell who an NPC is.” 

Anyone with half a brain can tell the differ- 


Anyone with half a 


brain can tell the 


difference between a 
real personanda 
machine. 


ence between a real person and a machine. 
However, can you tell me any other game 
where you can ask, “Hi. I’m looking for my 
friend, Sasami. Where is she?” and get a 
response like, “Sasami is in the tailor shop” ? 
If Mr. Mayer expected to be unable to distin- 
guish a computer from a player, then | firmly 
believe he does not have the mental capacity 
to rank as a reviewer worthy of his salt. [You 
may want to refer back to the previews where 
Origin’s Richard “Lord British” Garriot admitted 
being fooled by their superb NPCs.—ed] 

“The economy doesn’t work.” 

It seems your major complaint is that 
“Shopkeepers are always broke.” Well, what 


Llamas are curious 
beasts, shagay and 
sought after for thei 
wool, set of a 
curiously arrogant 
disposition ref lected 
in their eyes. They 
live in mountdinous 

= I 


are you trying to sell them? It seems to me 
that if Mr. Mayer expects every shopkeeper 
to buy whatever he throws at them, then Mr. 
Mayer should step into the real world of 
supply and demand. | am almost always able 
to sell to shopkeepers by checking their 
inventory and discovering what it is they 
need. And, of course, out of the way places 
are easier to sell to, and more profitable. 
Simply speaking, it is a real economy, 
designed for multiple players, not tailored to 
Mr. Mayer's every little whim. When playing 
with other people, you have to learn to 
share, Mr. Mayer. Kindergarten, remember? 

“This is a game that expects players to 
focus most of their energies for the first few 
(real-time) weeks in the game on making a 
living, buying and selling the same products 
over and over and over, just to accumulate 
enough gold to begin to have fun.” 

Wasn't your last complaint about the 
economy? Excuse me, but I've played a tai- 
lor, an animal tamer, and a bow maker. | 
loved going out “to work” so that | could 
buy that magic halberd or better platemail. 
Dungeons are just what they are supposed 
to be—hard. So it makes sense that you 
should be able to earn money using other 
skills. One of my favorite characters simply 
fishes for a living and delivers things to 
other characters. 

“This is a game that, as the crowning 
glory of a vigorous training regimen, advo- 
cates going off into the woods and... 
killing rabbits.” 

Apparently, Mr. Mayer never played any of 
the other multiplayer games out there 
(Meridian 59, or any of the spurious MUDs 


available.) A player always starts out being 
weak. What's the point if you can kill a dragon 
on the first day? Where is the advancement 
there? The sense of accomplishment? Please... 
In conclusion, | feel that this is an 
unbearable disgrace to your magazine, and 
ask that you print a retraction, at least until 
your reviewers become either competent 
or at least willing to take a look at the sys- 
tem for more than an hour. After all, | start- 
ed playing a month ago, and now at least 
15 of my friends (even the non-computer 
ones) are playing. Apparently the public 
does not agree with Mr. Mayer's assess- 
ment of the situation. 
Hil Hughes 
Zerius Computer Industries 


| find it hard to believe that a game that has 
taken so much of my time and all of my 
friend’s time would receive such a negative 
review. | participated in the Beta and was 
frustrated at times, but overall had a good 
time. Playing the public release, | have been 
having a grand time. Server stability isn’t 
perfect yet, but it is adequate. 

The economy needs work. The biggest 
problem is it is too easy to make or acquire 
things that can be sold to NPCs. Who in the 
world realistically can make 100 bows in one 
day? The amount of items needs to be toned 
down (less loot on monsters, less items able 
to be manufactured in one day) and there 
actually needs to be a reason for one player 
to make items (i.e. other players need the 
item for example). This works nicely for smiths 
and tailors, but what about the other profes- 
sions? It’s hard to make a living as a baker, etc. 

Which brings me to my next point. Who 
cares if the game expects you to make a liv- 
ing by doing “mundane” things like training? 
This is an on-line world, not a fragfest. There 
is no “kill the foozle” or get all the items 
“win” condition. So, why is an instantaneous 
ramp up to god-like character status 
required for a game to be fun? If a player 
comes into Ultima Online with the mentality 
that they want to be killing dragons and 
building a castle the first week of playing, 
they are playing the wrong game. This game 
should be reviewed on it’s own merits. It 
does not compare to Diablo or Quake. The 
goals and gameplay are unrelated. A new 
babe in the woods character will get his ass 
kicked unless he trains. Use some common 
sense and give your character good combat 
skills so he can go out and fight if that is 
what you want to do. Buy whatever skills 
you need later on. Skill points are a measly 
10gp per point with about 30-35 points max 
trainable if you can find the right NPC. 

Another “problem”: characters can’t be 
moved from server to server. Who cares? If 
the reviewer had been paying attention to 
the storyline, the different servers represent 


different shards of reality. No one ever gave 
the idea that a character could be moved 
from one server to another. Friends on 
another server? Make a character on that 
server. Do you get to take your Quake guy 
with all of his ammo and weapons to another 
server? No. [Nor do you build-up or have any 
personal attachment to your Quake guy —ed.] 
The main idea of the review is where | dis- 

agree the most. The review gives the 
impression that the game is not a good 
value and is not fun. Both points are wrong. 
$10 is nothing to anyone | know. Most peo- 
ple | know spend more than that in one 
night drinking beer. The others spend far 
more on coffee, movies, etc. Be realistic. 
Ultima Online is a game for interacting with 
other people. If you can role-play, it will be 
fun. If you can’t, stay out of the game and 
break out your Atari 2600 for some real 
game “value”. The game while not perfect 
merits more than two stars. 

Shawn Alley 

Via Internet 


| must take exception to many of the things 
Stated as “truth” in your Ultima Online 
review. If you had written your review as an 
opinion, great. But many of your opinions 
were instead stated as fact. Please be more 
careful to state this in the future. 

Now, | am one of the Ultima Online play- 
ers, and not only spent my money for the 
Charter Edition but purchased multiple 
copies of it. | play it about 20 hours per 
week, and enjoy every minute. It is not 
Diablo or Quake. That is the very first thing 
that needs to be addressed. If someone 
expects Ultima Online to be like either game, 
they should run not walk back to the store 
they purchased it from and return the game. 

Why shouldn't | want to do something 
more than kill? Your own arguments about 
the economy were contradictory. | want to 
buy and sell items. It should not be as easy 
as make an item, sell it, get money. | want 
supply and demand. There are plenty of 
opportunities to talk with fellow players. 

And let me make this very clear; / like the 
floating text! | hate playing online games that 
use the Meridian 59 interface. About the time 
the third person says something, you have 
to go to the scrollback log to see what was 
said; not in Ultima Online. | can see it on the 
game screen, and if the text is covered by 
other text | can place the mouse cursor on 
the underlying text and it comes to the fore- 
ground. The other game companies can 
learn a lot on how to improve their interfaces 
by studying Ultima Online. 

In conclusion, Ultima Online is not for 
everyone. And like you pointed out several 
times, it is an evolving world. However, | 
believe you have done a severe injustice 
with your so-called review. Hopefully you 


will be more objective in the future. 
La Vern R. Ogden 
Via Internet 


A review is an opinion, backed up by the repu- 
tation of the reviewer and the publication-see 
this month’s editorial for more about reviews 
and ratings. —ed 


| find it hard to believe someone that 
reviews a game that is still in development, 
and is very far from being finished. Every 
other computer game reviewer, be they 
magazine or website, has had constructive 
criticism of Ultima Online as to what the 
game should be when it’s finished! 

Scott Wade 

Via Internet 


If we followed this policy, no game, online or 
not, that planned future “enhancements” 
(which could also be referred to as bug fixes 
and patches) could ever be reviewed because 
they'd always be a “work-in-progress.” As with 
all games, we review the version of the game 
you can go to the store and purchase. As soon 
as Origin released a boxed copy and started 
charging people to play Ultima Online, it 
became reviewable.—ed 


| just wanted to applaud CGS+ for the 
review of Ultima Online-it is scathing, harsh, 
and brutally honest, which is what has been 
sorely lacking in other reviews I've read so 
far, further proving why | think this maga- 
zine is probably the best computer maga- 
zine out there. 
Snowlock 
Via Internet 


| loved the Ultima Online review. Finally 
someone with some balls takes it out on that 
game. Nothing but truths there guys... very 
nice. | feel the exact same way about it. 
Dalamar 
Via Internet 


| just want to say that | gave up on game 
Magazines a long time ago due to what | 
perceived to be “padded” review scores. 
However, | kept hearing good things 
about your publication and purchased the 
October issue (Tomb Raider 2 cover). The 
contents of that issue combined with your 
Ultima Online review is enough to make me 
invest $20 bucks in your magazine for a 
year subscription. 
Douglas Rener 
Via Internet 


we crave feedback 


Send all correspondence to editor@cdmag.com 
Letters may be edited for space considerations. 
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